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$ ] As if things weren’t ooky 
enough! Now Pugsley 


Addams must go on a 


SCAVENGER simply torturous 
’ scavenger hunt. There’s 
all sorts of unnaturally 
HUNT. 4 delightful traps. And 


Sma hidden switches all about, 
Which produce the 
loveliest, blood-curdling 
effects when Pugsley runs 

Bi into them. There’s even 

magic money which has 

an extra lively effect you 
won't want to miss. So get 
ready to get spooky, and 
get set to get kooky...it’s 
Pugsley’s Scavenger 
Hunt! En garde! 
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Screen shots Shown are from the. é 
Super NES version of the game: 


© 1992 H-B Production Co. All Rights — 
Reserved. Based on the characters 
created by Charles Addams. TM 
> designates a trademark of Paramount 
SUPER NINTENDO Pictures. Game program © 1992 Ocean 
A Talisiaiewtar sestee] Software Limited. Ocean is a registered 
Ocean of America, Inc. trademark of Ocean Software Limited 


. *, & Nintendo, Super Nintendo, Game Boy™, 
Ve., 
1855 O'Toole Ave., Suite D-102 GAME 1:%0)%4 and the official seal are registered 
San Jose, CA 95131 g trademarks of Nintendo of America, Inc. 


SUPER NINTENDO 





We ripped-off a 
perfectly good idea. 


TRUE ARCADE ACTION, You'll find that the only thing missing from our new Super Advantage is the coin 
slot. Okay, so we added an extra long cord, And our joystick is easier to carry than an arcade machine, not to 
mention a few thousand bucks cheaper (that means under $50, suggested retail price). Bottom line is, this is 
about as close as you can get without grabbing a crowbar and—well, you get the picture. 

The layout’s familiar, and the construction’s tough enough to handle the most intense street fight or the 
ultimate battle for the universe. We've also added a few features you won't find in the arcades - 
state of the art effects designed specifically for today's most radical games. No wonder we call it the... 


SUPER ADVANTAGE. 


OVERSIZED 
JOYSTICK. 
8.way directional 


TURBO SPEED. 
A fully adjustable fire- 


control system (up to LICENSED BY 








control provides 30 shots per second), 
true arcade action. 
VARIABLE SPEED AUTO TURRO. 
Continuous firing that's 
prepa dl cae hands-free. You won't, 
Se tate arte ind dn ayitate x 
out of control 
FIRING BUTTONS. 
Instantaneous response, 


and built to last. 


(RECHTWARET™ 


©1992 ASCII Entertainment Software, Inc. P.O. Box 6639, San Mateo, CA 94403. Telephone: 415/570-7005. ASCIIWARE is a trademark of ASCII Entertainment Software, Inc. 
All rights reserved. Nintendo, Super Nintendo Entertainment System, Super Advantage, and the official seals are registered trademarks of Nintendo of America Inc. 
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Taz-Mania (Genesis) 
Taz-Mania ProTips (Genesis) 
Alien 3 (Genesis) 

Alien 3 ProTips (Genesis) 


Teenage Mutant Ninja Turtles: 
The Hyperstone Heist (Genesis) 


Teenage Mutant po Turtles: 
The Hyperstone Heist ProTips (Genesis) 


Wonder Dog (Sega CD) 

Wonder Dog ProTips (Sega CD) 

Shape Shifter (Turbo Super CD) 

Shape Shifter ProTips (Turbo Super CD) 
Star Wars (Game Boy) 

Star Wars ProTips (Game Boy) 

Game Busters: Sonic The Hedgehog 2 (Genesis) 
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4 Letter From the GamePros 
6 S.WA.T. (Secret Weapons and Tactics) 


Awesome tips and tactics from GamePros everywhere 





SWATPro is published bi-monthly for $20.00 per year by Infotainment World, Inc., 951 
Mariner's Island Boulevard, Suite 700, San Mateo, CA 94404; an 1DG Company: The 
World Leader in Information Services on information Technology. Application to Mail at 
Second Class Postage Rates is Pending at San Mateo, CA and Additional Mailing Offices. 
POSTMASTER: Send address changes to SWATPro, P.O. Box 50309, Boulder, CO 80322- 
0309. Change of Address: Please send old label and new address to SWATPro, P.O. Box. 
50309, Boulder, CO 80322-0309. Foreign and Canadian orders must be prepaid in U.S. 
dollars on a U.S. bank and must include $10/year additional postage. 


Nintendo and Game Boy are Registered Trademarks of Nintendo of America, Inc. Sega 
and Genesis are Registered Trademarks of Sega of America, Inc. Atari and Lynx are Reg= 
istered Trademarks of Atari Corp. TurboGrafx-16 is a Registered Trademark of NEC. 
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It’s official! Now you can subscribe to S.W.A.T.Pro and get your very own copy deliv- 
ered to your very own mailbox every month. No more walking five miles barefoot in 
the snow to the nearest newsstand! To sign up, just look for the subscription card in 
this issue of S.W.A.T.Pro. Fill it out and send it in! If somebody else already grabbed 
the card, send your name, address, and a check or money order for $19.97 to: 








S.WA.TPro Magazine 


PO. Box 50310 
Boulder, CO 80323-0310 






While you’re waiting for your first issue to arrive in the mail, take a second to help 
us make S.W.A.T.Pro even better. In this issue of the mag we've included a survey. Fill 
it out and send it in too. We'll read it and use the info to add your ideas and sugges- 
tions to S.W.A.T-Pro. 

When you’re done with that, check out this issue’s stellar tips, tactics, and tricks. 
In addition to SWAT, we've got a ton of in-depth features packed with brand new 
tricks for the hottest games around. Make magic with the Mega-nificent tips for Mega 
Man V for the NES. For the Super Nintendo, we've got a slew of tricks to help you 
end Mickey's Magical Quest, as well as tactics to survive the mechanical madness of 
Cybernator and RoboCop 3 (will that movie ever come out?). For the Genesis, you’ll 
find a number of tips to help Taz scramble up some eggs in Taz-Mania, as well as 
some strategies to help the half-shell mutants beat Shredder in Teenage Mutant Ninja 
Turtles: The Hyperstone Heist. Then get ready to burst with excitement over six 
pages of Alien 3 Genesis tips. 

CD is the future, and this month we welcome CD games to S.W.A.T.Pro with two 
well-rounded strategy features: the Wonder Dog Sega CD and Shape Shifter, the 
Turbo Super CD. Finally, the force will be with you if you let GamePro guide you 
through Star Wars for the Game Boy. 

That's it for this month. Just remember to subscribe, so you'll never miss another 
issue of S.W.A.T.Pro! See ya! 


GamePro’s Game Rating System 


Challenge 


GamePro's Game Rating System 


Pec 


BEG. Beginner 
6B INT. Intermediate 
€3 oo J E ADV. Advanced 


EXP. Expert 
35 4.0 45 5.0 ADJ. Adjustable 


Graphics: Judges the overall artistic quality of sprites, animation, and background scenery. Sound: 
Critiques music and sound effects. Control: Rates how smoothly the control pad commands and 
the game’s interface turn you on to the on-screen action and fun. FunFactor: Are you gonna have a 
good time? Challenge: This is the average skill level necessary to play the game. When you can 
pick skill levels, we label Challenge “Adjustable.” GamePro’s Game Rating System: 5.0=Outstand- 
ing! 4.0=Great job! 3.0=Good job! 2.0=0.K. but could be better. 1.0=Wake me up when it’s over! 


4 S.W.A.T.PRO © May 1993 
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If you think you have what it takes to edit, nmmixc and create your own explosive, 
high-impact, incredibly Cool, absolutely new 
music videos for mega rap act Kris Kross and 
global super group C+C Music Factory... 


Ree W's yvaiting > 


orl 





Just lock and load one of our revolutionary new compact discs into your Sega CD. 


wey) 
Strap yourself in. And get ready to experience a mas- 


wh 


sive rush of intense wall-to-wall sound, digitized live-action video and in-your- 






face challenges by real artists or a celebrity veejay. All you need to make your 





own head bangin’ videos is awesome talent and lightning-fast 








®) &x 
reflexes. You control it all as youlselect, edit, slice and dice). You're working with hundreds of clips from real 











music videos, movies and never-before-seen video footage — all in synch with dizzying special effects and the hottest, freshest 


music ever. Wrap it up and get your grade, 


BS. oo = straight from the veejay or 

















the artists themselves. Kris Kross and C+C Music Factory—two revolutionary 
interactive music videos from Sony Imagesoft for Sega CD. 

i SONY 
am SEGA SEGA j 
[viDeo) MAKE*MY+VIDEO E HGENER? EX FE RSE EEE ING IMAGESOFT 


9200 Sunset Boulevard, Suite 820, Los Angeles CA 90069. ©1992 Sony Electronic Publishing Company, ©1992 Digital Pictures, Inc. Games developed for Sony Imagesoft by 
npany. “Make My Video" is a trademark of Digital Pictures, Inc. C+C Music Factory appears courtesy of Sony Music Entertainment Inc. ©1990 Sony Music Entertainment Inc 
> 1992 Sony Music Entertainment Inc. @ 1982 Sony Music Entertainment Inc. Al rights reserved. Sega and Sega CD are trademarks of Sega Enterprises, Ltd. Al rights reserved. 


G+C Music Factory/Make My Video and Kris Kross/Make My Video are distributed by Sony Im 
Digital Pictures, inc. Sony Imagesoft and Imagesott are trademarks of Sony Electronic Publi 
(©1990 Sony Music Entertainment inc. Kris Kross appears courtesy of Sony Music Entertainme 
















James Bond Jr. (SNES) 
Password for J.B. Jr. 





‘@ 1992 Eon Pi 
@ 1992 The 
> 1492 Da 





| TMNT IV (SNES) 
Turtle Tunes! 


TEEMAGE MUTANT MINA 








tuming on 
your sys- 
ly press and hold 


or Right to advance to the di 
ae Push Button ied i To spy on each level of James Bond Jr., 
ae lon I to fade it out. sound use these top-secret passwords: 
Stallworth, Attanta oe Level 2: 0007 
Level 3: 3675 
Level 4: 9025 
Level 5: 1813 


Victor Schmanko, Carteret NJ 


your weight around. Here are 
ds for Chuck Rock on the 


sswords 
Stop throwing 
all the passwort 
Game Gear: 
Round 2: 7G09M 
Round 3: NN6E3 
Round 4: 84AKC 





Here's a trick that enables you to slg 
options in Faceball 2000. In pclae A 
mode, simultaneously hol spelt 
1 and R buttons while senna ae 
i ‘ Release L and R, and you I then 


an Option screen that enables you to 

change the number of Lives, sae 3 
Level, and Reload Time (the lower 
number the better) of your game. 
Mike & Tara, Bothell WA 


Use these passwords to take an unde- 
feated Niners team all the way to the 
Super Bowl: 
Week 2: 
Week 3: 
Week 4: 
Week 5: 
Week 6: 
Week 7: 
Week 8: 
Week 9: 
Week 10: 
Week 11: 
Week 12: 
Week 13: 
Week 14: 


4W1DCBBBDD 
4W1FFBBBDD 
4W1GKBBBDD 
4W1HTBBBDD 
4W1J?BBBDD 
4W1K?CBBDD 
4W1L?FBBDD 
4W1M?KBBDD 
4W1N?TBBDD 
4W1P??BBDD 
4W1Q??CBDD 
4W1R??FBDD 
4W1S??KBDD 
Week 15: 4W1T??TBDD 
Week 16: 4W1V???BDD 
First Week Play-offs: 4W1W???CDD 
NFC Championship: 4W1X???FDD 
Super Bow!: 4W1Y???KDD 


Jeffrey Weaver, San Francisco CA 


LOWHNS 


Le ) 


is tri ic Jewel 
Use this trick to make a Magic 
appear in Columns. Select ARCADE 
and the EASY mode. When you begin 
to lose, fill the far left or far right two 
columns as high as possible with jewels. 
When you've completed the column, the 
magic jewel will appear. 


James Klein, Potomac MD 


6DCF-D764 + FFCFD7A4 


Remember to switch off th 
M. Bison beats you! le Code before 


; Code 
hee this Game Genie Code for the SNES 
lo enter the Championship Mode in 
Street Fighter lI: 4DC6-6493 





There’ i Brg 
®S a magic door on the 34th floor of 


% eal este that warps you directly to 
is Fos locate this elusive door va 
Pea 0 blocks and pay close att a 
abs Hit the fourth pair of 

left to acti ; 
that makes the door, fea switch 

Justin Ferguson, i 

Indianapolis, IN 


To play the final match against Argentina 

in Super Soccer, input this code: Up, 

Lower Left, Right, Right, Right, Upper 

Right, Down, and Up. Defeat Argentina, 

and then wait for the referee to steal the 

trophy. Now, you'll play a special game ecapcon all . 8; ard ! NC a 
against the computer. a coy iereneell 
Jonathan Morice, South Kingstown RI 


The Snow Bros. are a frosty duo, espe- 
cially when you check out their secret 
extra levels. During the title screen, 
simultaneously press and hold down 
Up, Select, and Button B. Then, hit 
Start to begin play. 

Patrick Chin, New York NY 





Chop up the skies in your LHX with these 


passwords: 


Libya 

Maiestic Twelve: 
m Anterior Nova: 

Reindeer FLotilla: 

Phoenix: 

Rainbow Veil: 


Chess: 

Lobster Quadrille: 
Hen House: 
Desert Two: 
Flaming Arrow: 
Plain Aria: 


Jah Mon! Game Genie Codes 
Use these Game Genie codes for the 

: Genesis to be top dog in Greendog: 
Infinite Lives: ATNT-AA4E 
Spikes Don't Hurt You: ABYA-CAAN 


Robocop 3 (NES) 


Cop Some Energy 

Wreak havoc as Robocop with these two 
NES Game Genie codes: 

Start with Double Energy ZLVGIXPP 
One Hit Kills Enemies | GNUNAEKN 


Central Europe 

Domino Mirror: CSIEIYE 
Chess: CSIEQ6E 
Arc Lite: CSIEY4E 
Anterior Nova: CSIEBJC 
Reindeer Flotilla:  CSIEJIC 
Hop Toad: CSIERLC 
Olympic Torch: CSIEZKC 
Lobster Quadrille: CSIEBZA 
Grand Theft Hokum: CSIEJYA 
Flaming Arrow: CSIER6A 


Te en ‘ 
© Warp straight to the 


Cyberzone. 
; . Sel 
anice day! lect 


and have 
Art let, Grower City o4 


exreuec, emisvaert Pps BEM CE . 
pea emcee smenrege PEETEMMEL OETEITED 


Madeame 24 OF cw 
pear ake PareRTtat 1 A OT 
OEKO NEVES 


Enter par reward from DrArus FHM 
CSIEIIG 


1 


Lobster Quadrille: 
Reindeer Flotilla: 
Flaming Arrow: 
Hen House: 

Lava Lamp: 
Anterior Nova: 
Gemini: 

Chess: 

Binary Rainstorm: 


Passwords! 

Wanna scope out the higher 
levels of Wonder Dog? Use 
these codes to get you there. 


Level2: ANKLES 
Level3: LED ZEP 
Level4: REEVES 
Level: PIXIES 
Level6: WOOPIE 





0 
T 


ART BUTTON 


ss 


ABCDEFGH 
T4KLMNOP 
Rus END) 


These codes will take you anywhere in the 
Game Gear cart, Ax Battler. Even better, 
once you get to the village of your choice, 
you'll already have the techniques down 
for that village: 


Firewood: IMKP TITHE, OGIH 
NNPH 

Turtle Village: IPEG AIGL, PIEL EFOH 

Sand Marrow: BHIF JHPG, CLCN 
OMDC 

Southwood: EIN PMOK, PNGI 
CLD 

Brookhill: LKHC CFLI, DLOJ 

BMDA 

North Valley: DNCD NPMP, LPGD 
HDEE 


Jerimaih Adkison, Sapulpa, OK 


i for Battle- 
e Genie codes 
Loong pees NES enable you to ~ : 
te hee realy pale lives: 
le on from ae 
ae Queen Tower Code: ee 
Infinite Life Code: GXXZZ! 


‘James Desilva, West Orange, NJ 


Type 
this code and be prepared for an aerial 





SSS a 


You can make some weird magic in Q- 
Bert 3 for the SNES. Go to the Option 
Screen, hold down L and R simultane- 
ously, and then release them. A Pro- 
grammer’s Screen will appear. Press 
Select to change toa background pre- 
view. Press Select as many times as you 
wish to check out all the different back- 
grounds. Press Start to retum to the 
Options Screen. Way cool, huh? 


Terry Pasley, Redding, CA 


artillery onslaught. You'll fight F-22’s, KC- 
135’s, and MIGs. The code is GPRJCM. 


Jason Kindano, Marshfield, MA 


Super Mario Kart (SNES) 
Super Mario Lives! 


MARION APT 


2P cane 
SarTLe ove 











= vers one Be 





Check out this bug in Super Mario Kart, 
While you're in the Battle Mode, select 
One- or two-players. Playing either play- 
er, lose all your protective balls, but keep 
your finger on the gas. You can continue 
to drive even though you’re lost. 


Adam Barkley, Morrisburg, Canada 


Roger Clemens MVP 
Baseball (SNES) 


Eater Pacsnerd 
rt me 


Take yoursel 
these codes for Roger Clemens MVP 
Baseball for the SNES. The following 


Out of This World (SNES) 
Stepping Out with Level Codes 


passwords only work if your team is the 
New York Buffalos: 

Tied with the Montreal Lumberjacks and 
seven games left in the season: 
CGDPNW RBO2S5 LC8O9C CMBBGS 


In first place with four games up on Mon- 
treal and three games left in the season: 
*G5M34 GLO2XN NK819C CMBB6M 


NL East Champs with your team ready to 
play the Cincinnati Big Cats for the NL 
Championship: 

DHDWON SLO59N NMR29C 
CMBBTM 


Tied at two games apiece with Cincinnati 
for the NL Championship: GDBQZV 
FVBBBB BBBBBG CMBBCJ 

NL Champs with your team ready to 
play Kansas City Kings for the World 
Championship: 

KB5BZV FBCBBB BBBBBG CMBBHD 
Ahead three games to one in the World 
Championship against Kansas City: 
GBDFWZ F3BBBB BBBBBL CMBBG* 
Jeff Brown Fishkill NY 


Here are some otherworldly passwords to 
jump you through to Stage 13 in Out of 
This World: 

Stage 2: 

Stage 3: 

Stage 4: 

Stage 5: 

Stage 6: 

Stage 7: 

Stage 8: 

Stage 9: 

Stage 10: 

Stage 11: 

Stage 12: 

Stage 13: 

Max Nihei, San Francisco, CA 


Street Fighter Il (SNES) 
Street Fighting Ending 


“Sf a. 
a ott PT. “7 


The Worid Warrior 


For an easy look at the character ending 

in Street Fighter II for the SNES, set the 
game to Championship Mode by 
Pressing Down, L, Up, R, Y, and B at 
the Capcom logo. Then, set the 
difficult setting to 2. After you breeze 
through the game and beat M. Bison, but 
before the picture fades away, simutta- 
neously press Start and R to see the 
character ending. 


Enrique Hemandez, El Paso TX 





Game Genie Mania 


Here’s some Game Genie codes from 
our friends at Galoob: 


The Simpsons: Bart's 
Nightmare (SNES) 


Infinite Lives (Bartman and Itchy & 
Scratchy Stages) C2BE-60EA 


Infinite Z’s in Main Game: C2C3-6925 + 


2C3-61B5 


NCAA Basketball (SNES) 


Infinite Time to Shoot: C2B5-DDA9 





Space MegaForce 
Infinite Bombs; sale ad 
le Ships: DD6D-07AC 

in in Area 12: 
besa 12: CB6A-0D0D + DAG6A- 
A big GamePro “Thank 

Yo 

Tilbor at Galoob lec Ee estes “is 


vi % be 
Say n= 
ee] vaby 8 Lee 


Player One Free Throws Worth Two La ae x 
Points: 76BD-0D07 


1 =) 
re 19:43,0neen 


woe 
HO 





come: vee eee 
ep OW Wied 
13:10%cy 


wore Cc 
HAYLOR 


>: 
Each Ring Worth Eight Points: SAST- 


DAIA 
Jump a lot Higher: EBVT-CAE2 









Taz-Mania (Genesis) 


i Ta: 
Desert Strike (SNES) rte e 


Just Desert hes) 
wk wi 
a’ iE. 4-8 IE 


VeSHEICY™ TAT 









> Sineey (amit 












in. cm 
1g Tieeit sem 
Leone se Pisa 


we TLRS. 
mie ' 






SO OHAMAED hy: 
SUNS CHAPEL 








-Manian Devils are greedy. To keep 

io ‘eda go to the Iceland level of Taz- 
Mania for the Genesis, jump over all the 
ice blocks, except for the block just 
before the arrow. Instead of jumping over 
Saye 3 aN ees it, stand on this last ice block while it falls, 
Stage 3: JR8P8M8 _ : and you'll discover a bunch of ai 
Series | ; for Taz. Climb back up the ice cliffs an 


Now alll you have to do is select your . Taz on. 
copilot and your options, and you'll be off Eddie Deveau, East Boston MA 


desert striking! . 
01234567 
Stuart Tomisaka, San Jose CA S8SAB [thw | al 






8 SranT ro exo 


Here are four codes that will help you 
beat Desert Strike for the SNES: 
Stage 1: 3ZJMZT7 









B229 A7A7 (stand in one spot and hit 
your opponent no matter where they are 
on the screen) 


D524 O7D7 (the computer cannot block 
low attacks) 


Mike Pirrone, Cedar Park TX 











7? 











& 





Street Fighter I (SNES) 


Here are some ultra cool codes to use 
with your Pro Action Replay and the 
SNES megerhit Street Fighter Il! 


va mene. spAene) 
7A ORO) 


we 7 EO ERB 


a7 EOCRG6O TO) cl 


EXO) Low Height, Wide Arc, Dragon Pu 





DIFF IcuLgy 








inch: 


TEOC 323E 


Turbo Speed: ZEOC 6010 
Ultra Slow Fireballs: TEOC B912 


Ultra Fast Fireballs: TEOC B91 


Invisible Street Fighter: ZE0C 0000 

Note: These codes will only affect Player 

One. If you wish to have Player Two use 
these awesome effects, change TEOC to 
7EOE, but leave the rest of the codes the 
same. The Turbo Speed code is the only 
code that automatically works for both 
players when imputted. 


Jorge Aquino, Daly City, CA 


oPTir 
OPTION MODE 


Easy 


Olesa584 


IPLAYER 
SET 





Harp 
a) 
2PLaven 





fete ‘ ine 
tite v-™ <a” 





Comer. When 


and it seems 
seconds. Ho) 


Do You Have a 

Secret Weapon? 
eaccapspiey tere 
it we pubih wel send 
pb ew aie and 
Shirt! Send your 


Here’s a few great tips that come in 
More than handy for the Game Boy ver- 
Sion of Turrican, 


For invinibility: Press 
A.B,B,A,B,A,A,B,A,AB,A,A during the 
title screen, 


To skip stages: Press Start and then 
Select while you're invincible, 
Homan Yuen, Bakersfield CA 


Mario Kart (SNES) 
Nitro Mario 











BP AUNM AUR MULAMUUAL: 
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The Lemmings’are coming. 
The Lemmings are coming. 
The Lemmings are coming. 
The T emmings are coming. 


y * was 


The per are boming. 
Coming. 
Oming. 


ciuging Ws: 


The Lemmings 
* The Lemming 
The * 






Are coming. The Leiimnip }The Ler~mufigs are coming. 
ing. The Lemp” ns & e > coming, 
Lemmings are coming. The Ly 4 yming 
The Lemmings are coming. The Lé Sa ihe Lemmings « ming 
The Lemmings are coming. The Lemmings 4 ins ie Lemmings a mil & 


ing. 
ng. 
1g. 


Ee 


The’ 
sty 


. The Lem 


The Ler fa are coming. 
The Lem ‘Ss are coming. 


The Lemmings are coming. 
The Lemmings are coming. 


The Lemmings are coming. 


# ge Lemmings are coming. 


»mmings are coming. 
x, 1s are coming. 

The Le 

The 


a 





The Lemmings aNe¢Oming. 
The Lemmings are coming. 
The Lemmings are coming. 


x. The Lemmings are coming. 


;. The Lemmings are coming. 


LICENSED BY 


. The Lemmings are coming. 
. The Lemmings are coming. 


de i are coming, 


The Lemmir —. 
The Lemmi: 
be 


= 
_ 


_ 


esate cb: ting. 


The Lemmings a mi 
The Lemmings ar 
The Lemmings ar 


. g 
The Lemmings are 















SRRERSE RARE 


The Lemmings are coming. 
The Lemmings are coming. 
The Lemmings are coming. 
The Lemmings are coming. 
The Lemmings are coming. 
The Lemmings are coming. 


The Lemmings are coming. 
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s In the annals of robo-histo- 
ry ry, before the famous doc- 

stor we all know and love 
gave the breath of mechanical life to our 
hero, he created the very first android 
ever. However, this prototype ‘droid had 
a few screws loose, and it slipped away 
into the galaxy to spread chaos! 

Sound like another cheesy install- 
ment in the Data vs. Lore saga on Star 
Trek: The Next Generation? No way, 
we're talking Mega Man V! Proto Man, 
Dr. Light’s original invention, appears to 
have gone on a helter-skelter robo-ram- 
page. His army of eight all-new ‘bots 
trashes the city and kidnaps Dr. Light. 
Megaz-ally, Dr. Cossack, flashes the 
proverbial MM signal in the sky, and 
Mega Man is hot on the trail of his rene- 
gade brother! 


PROTOMANI? 


as 





In his haste to escape the scene of the crime, 
Proto Man drops his scarf! 


All in the Family 

Mega’s duel with his bad-blooded bro is 
the fifth in Capcom's premiere NES 
series. This top-notch but predictable 
sequel perpetuates the qualities of its 
predecessors — sharp 8-bit graphics, 
snazzy music scores, fast action, tons 
of weapons, and, of course, Doc Wily 
(hint, hint). 

As in the previous games, you step 
into Mr. Titanium’s boots and battle eight 
robots in any order to snare their 
weapons. Once you’ve sent the crazy 
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eight to the scrapyard in the sky, you 
move on to Proto Man’s four-level castle. 
Crash his party and you'll steamroll into 
the final four-stage fortress, owned and 
operated by you-know-who. In total, the 
16 levels are identical in length and 
difficulty to MM 4. 
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Mega Moves 

MM's well-rounded arsenal is enhanced 
in spots, but nearly unchanged. His main 
tool of the trade, the Mega Buster, can 
shoot pellets or power-up to unleash a 
big blast. Supplemental weapons can be 
garnered by nailing Charge Man, Napalm 
Man, Gyro Man, Stone Man, Crystal 
Man, Wave Man, Star Man, and Gravity 
Man. By collecting hidden letters that 
spell M-e-g-a-M-a-n-V, Mega Man can 
also call a new friend into action, an 
attack robot named Beat. 
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On the transportation side of the 
fence, Mega Man gets a dashing assort- 
ment of movers and shakers. MM’s best 
friend, Rush the robo-puppy, can propel 
him as a coil or provide an airlift as a jet. 
The Wire and Balloon Adaptors from MM 
4 are gone, replaced by a Super Arrow 
that acts as a sticky plunger and helps 
the Man scale walls. One water-based 
area puts Mega Man in a jetski boat for a 
thrilling shoot-em-up sequence. As 
always, Mega-controls are flawless. 
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Like a fine old oak tree, Capcom pre- 
serves the traditional side-view Mega 
Man game play, while injecting a mea- 
sured dose of “new and improved” to the 
enemies. Familiar foes make reappear- 
ances, and some get facelifts, such as 
the Hard Hat Macs and their gaggle of 
kids. Factory-fresh creations include 
Crystal Warriors, Crazy Chickens, and 
Flying Robo-Fish. The mechanical 
menagerie keeps players on their toes, 
but the password feature brings the chal- 
lenge down to Earth. 





PROTIP: To dispatch the Head of the Deep in 
Wave Man’s level, wait until its nostrils peek 
out of the water, then leap and open fire. 


Capcom must get some sort of cash- 
back rebate for recycling video games, 
because 1993’s Mega Man is déja vu all 
over again for disciples of the series. If 
you're one of the few NESers who've 
never fired up the Mega Buster or thrown 
Rush a bolt, this installment is a great 
place to start your Mega-training. For 
MM die-hards, the game’s still first-class, 
but it’s only a baby step for robot-kind. 


Mega Man V by Capcom 
Graphics — Sound Control FunFactor Challenge 
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Intermediate 





Price unavailable Action 
4 megs One Player 
Available January Passwords 




































Keep your Mega Buster charged, even 
while you're running. You never know 
what's going to pop out at you in this game. 








Here's how to exit Gravity Man. While 
chillin’ at the top of the screen, power up 
your Mega Buster. Then, hit the G Man 
as the two of you cross paths in the mid- 
dle of the screen. 








The Ice in the Crystal Man stage falls 
from the ceiling in a pattern. Watch the 
pattern, then time your jump. 






there’s a series of three tubes with a 
mega power-up resting on the last tube. 
Carefully make your way to the power- 
up, and then go through the tube that it’s 
resting on. You'll end up right next to an 
extra man. 





To kill the squat robots that shoot Hom- 
ing Missiles in the Napalm Man stage, hit 
them in the head while their launch doors 
are open. Don’t take the time to power 
up, though, because they'll nail you with 
their missiles. Use regular shots. 








Ce A Rg Sng i Rp 
Here’s how to turn Rock Man into a sand 
man. Rock Man will jump into the air and 
turn into a pile of rubble when he lands. 
When he rises from that pile, nail him 
with a powered-up Mega Buster. Repeat 
this procedure, and pretty soon you'll be 
known as a rubble rouser. 
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HR’ ¥ TAR, GY 
Gravity Man and Charge Man are the two 
easiest opponents to waste using only 
your Mega Buster. Try their stages first. 





Waste the large Guardian in the Gravity 
Man stage by trapping him against the 
corner. Don’t stand too far back, though, 
or another Guardian will materialize. 


A\MAINIY 


are back with a new twist in the Stone 
Man stage. They’re invincible when 
they're closed, and they shoot and spew 
little Mini-Hats when they’re open. Power 
up the Mega Buster once to destroy the 
Hard Hats, then once again quickly to 
destroy the Mini-Hats. Mini-Hats contain 
lots of goodies. 
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f you have at least one man left and find 
yourself going against a boss with less 
than a full life meter, you may want to hold 
off on using special weapons. You'll need 
all the power from a full life bar AND a 
special weapon to outlast some bosses. 





Try this on Crystal Man. Every time he 
jumps up to release the crystal eye on 
you, charge up the Mega Buster. Just as 
he releases his eye, let go with your shot. 
You should hit him right when he lands. 
Repeat until he’s done for. 





pe en he ae ee 





Don't be fooled into jumping over the 
seemingly indestructable, massive-look- 
ing stone crushers at the bottom of the 
Napalm Man stage. A powered-up Mega 
Buster will bash ’em to bits. 





a i ea ae 

Having trouble spotting the “G?” If you 
can’t find this letter, try shooting at the 
walls in the Stone Man stage. 








To get past the moving spiked platform 
in the Gyro Man stage, try jumping up to 
the next platform instead of waiting for 
the lower platform to rise. When it’s 
unsafe to jump, slide under the spikes. 





Bs, 
The Hard Hats (which make appear- 
ances in almost every Mega Man game) 


Crystal Man, stay on the ledge to the left 
and hit the Guardian while he’s at the 
apex of his jump. 
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A Mickey Mouse Club Theme 


oliey 
Who makes games of quality 
that sweep the in-dus-try? 
C-A-P-C-O-M and Disney, natural-ly! 


Prick up your ears, Mouseketeers, The 
Magical Quest Starring Mickey Mouse is 
ready to work its magic on your SNES. 
The story begins with Pluto, Mickey, 
(Vole) VAr-lare Bloyar=\(oN olf-\Vinre er-lCein¥-\- Kel i 
side park. A little less than coordinated, 
Goofy overthrows the ball, and Pluto 
chases it right off the cliff! He falls into a 
land of magic and mystery. As his master, 
Mickey Mouse, you must search this 
enchanted land for your faithful dog Pluto. 


Making Walt Proud 

The Magical Quest does for video game 
graphics what Walt Disney did for ani- 
mated films. The pix are some of the 
finest we've ever seen, utilizing the 
seemingly limitless SNES color palette to 
create vibrant foreground characters and 
subtly elegant backgrounds that make 
other games look like Mickey's ancient 
black and white debut cartoon, Steam- 
boat Willie. The animation is smooth and 
playful, showing detailed expressions on 
the faces of Mickey and the bad guys. 
Because of this attention to detail, you 
really get a feel for the personalities of 
the characters. 


The Wonder of Disney's World 
The animated Disney classics have 
always been a big hit with kids. But, let’s 
face it, adults love ‘em too. This broad 
appeal also applies to Magical Quest. At 
its easiest Difficulty level, inexperienced 
gamers can explore the vast levels. With 
the Difficulty set to Hard, even the most 
seasoned gamer will find completing lev- 
els a challenge. 


Spare Change 

In this action/adventure game, Mickey’s 
a mouse under control. He can perform 
the usual Mario-type moves like running, 
slelanlolinteme-lure Ke Weare Ma Maneccaelal(e|0(-) 
moves include an action button that 
grabs objects and spins them to take out 
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an enemy with a twist. The most unusual 
option in this game is Mickey's ability to 
change his costume. As you progress 
through the game, you'll acquire a Wiz- 
ard’s robes, a Fireman's uniform, and a 
Mountaineer’s gear. Each outfit imbues 
Mickey with special powers, which are 
the key to mastering levels and defeating 
level bosses. 


Sere) > ts 
a Be 





PROTIP: On Level 1- 1 ae pei ie 
kind wizard, go outside and jump from the 
windowsill onto the Gold Magical Block. 
Then, continue jumping from block to block 
until you're on the roof. There you can 
uncover a hidden doorway to a heavenly 











PROTIP: When obstacles in your path are 
too hot to handle, don your Fireman’s uni- 
form and use your fire hose to create a 
safe path by moving blocks around. 


Choose a Path 
A game does not survive on beauty 
alone, it must have depth to keep 
gamers interested. If it's depth you want, 
The Magical Quest game is a bottomless 
pit! By far, the coolest part of the cart is 
its seemingly unlimited area of explo- 
ration. The five stages, with at least three 
levels in each stage, make this instant 
classic a quest of epic proportions. 
However, if you wish to quickly 
speed through each level and receive a 
time bonus, you can. But, for the more 
adventurous, there’s the opportunity to 
uncover secret passages to bonus 
rooms and General Stores, where you 
can purchase special items. 
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lowest point in his circular path, jump 
place and you'll bonk him on the head. 





ard’s costume. Then, use L or R to highlight 
the Mountaineer’s costume, and after 
you've zapped the bird with magic, press A 
to change and quickly grapple one of the 
knobs. Repeat this process until the goose 
is cooked. 


Squeaky Sounds 

This mouse game has a lot going for it, 

but one area that could stand some 
~~. improvement is the sound. Perhaps it 
was a memory trade-off for the cool 
graphics, but the repetitive soundtrack 
and predictable sound effects are a little 
cheesy. They aren't so goofy that you'll 
want to turn the sound off, but they just 
aren't up to par with the rest of the 
game's attributes. 
PROTIP: To make the magic flying carpet 
unroll, use your Wizard's costume and zap 
the rug. 
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Climb every mountain! 
ST Why? Because We Like it. 
~~ With the help of Disney, Capcom has 
created an irresistible game. The graph- 











a ics and animation are outstanding. 


After defeating the final boss in this 


. There’s enough playability and depth to 
g i: game, there’s only one thing to say, “I’m 
: going to Disneyland!” 





keep gamers of all skill levels entertained. 


y 
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The Magical Quest Starring 


Graphics Sound Control FunFactor Challenge 


Price not available Two Player 
Available December Continues 
Action/Adventure 





PROTIP: To defeat the bird boss at the end two floating knobs. While you're hanging 
of Level 3, you’ve gotta be ready to change _ out, use the L or R button to highlight the 
faster than a runway model. First, wear Wizard's costume. As soon as the bird 
your Mountaineer’s costume and use your _— makes his flying pass, swing down to the 
grappling hook to hang on to one of the nest and press A to change into the Wiz- 
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SUPER NES 


TIPS 


Speak Softly and Carry 
a Big Tomato 





In the second area of The Treetops, j sanyo) 
on the second tomato to pass safely 
over the thorny vines. To stay on top of 
the tomato, walk left when it rolls right. 














Toppling the ‘Pillar 


7233081 


322091 


To daca the giant aes boss in the 
second area of The Dark Forest, stand 
on the floating block that’s across the 
screen from the ’pillar. When the creepy 
crawler glows red and lunges, jump up 
and steer Mickey so that he lands on the 
boss's head. Then, scurry to the block on 
the other side of the screen and repeat. 


Issuing a Skirt 





To defeat the funny-looking jungle boss 
wearing the Grass Skirt, make sure 

you've gathered enough lamps to pump 
your magic up to full. This boss is aware 
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of your location, and he’ll attempt to land 
on you when you jump. When he jumps, 
move and zap him with a charged-up 
magic blast. Or, run toward him and hit 
him over and over with quick zaps. To 
avoid getting buzzed by this boss’s 
boomerang-like skirt, jump when it 
comes toward you and duck when it 
passes on the return trip to his hips. 


When Mickey Met Spidey 


DARK FOREST 
CLEA 


The final boss in The Dark Forest is a 
giant spider. To wrap up this web-head, 
keep Mickey positioned on a block so 
that he has a clear shot at the spider’s 
face. Wait until the spider charges and 
his head is just below you, then jump on 
flaccrelsrcicre NVA 


Ready, Aim, Put Out The Fire! 


P- SCORE 
1200 
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To keep your feet cool, hose down these 
platforms when they move away from 
the fire. As you spray water on them, 
they'll pause for a split second. Take 
ETol<lalclel-melm lis Meroe) ke) ©) oe)a Vial WA) 
jump onto the platforms. 


He'll Be Riding Wildfire 








To catch a ride between these two fire 
walls, jump onto this platform. Don’t worry 
about the platform catching fire, because 
it doesn’t dip down into the flaming floor. 





(/ (la (OMEN Ta TATUNG 
In the third area of the Fire Grotto, use 
your hose to make a path by moving the 
blocks to the right. You may want to 
cue them ina sealetae fashion. 
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“TTS 
Then, spray this golden box and immedi- 
ately jump toward it to collect an airborne 


—_ A bas = 
Gls Ne TE 





After picking up the 1-up, make another 





Finally, work your aay ive} ahd over to the 
right to reach the General Store, where 
you can buy hearts and other goodies. 
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On the quick-moving elevator in the 
fourth area of the Fire Grotto, crouch 
down and zap the bottom two rows of 
golden blocks to create a passageway. 
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To extinguish this hothead in the fourth 
area of the Fire Grotto, be prepared for 
some fancy footwork. You'll need to spray 
water on the boss in a relatively continuous 
stream, or he'll heat up again. The boss will 
turn purple when he’s watered down. Stay 
on the platform directly across from the 
boss by hopping up or down on the plat- 
forms, that revolve clockwise and counter- 
clockwise. When you drench a firey 
platform it turns into a Hydrant. Grab the 
Hydrants to refill your water supply. 


Quick Change Artist 
swe g et 





ee pe a 
ea al 
To change your costume without wasting 
precious seconds, you can pause the 
game and select your best vest using the 
Land R buttons. Then, take the game off 
pause and press A to change clothes. 
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To squash the red- aid knights on 
Pete's Peak, you must first strip them of 
their shields by hitting them with your 
grappling hook. Then, go for the good ol’ 
fashioned bop on the head. 


To en! F] folernn: Bird 





In the third area of Pete’s Peak, make 
sure that you're attached to one of the 
knobs with your grappling hook, or you'll 
be whisked away when the hawk makes. 
his pass. 





Bolt Ker 13) ae attack the Bird when he 
swoops down vertically from above. To 
fry this Bird, press Pause and select the 
magician’s outfit using L or R. Then, take 
the game off pause and quickly change 
costumes. Jump and zap the Bird with a 
charged-up magic blast. Then, pause the 
game and change back into the Moun- 
taineer’s outfit. Grapple one of the knobs 
and wait for the Bird to make a diagonal 
swoop. Repeat these steps for victory. 






The future is now, and it's 
g nota pretty picture. Earth's 








have finally run out. The Pacific States’ 
Marine Corps has been hired to defend the | 
last of the fossil fuel reserves. The problem 
is bad guys need gas, too, and they're will- 
ing to fight for it. Enter the Cybernators, a 
team of human-operated machines with 
a definite war-like attitude. This branch of 
the Corps is definitely looking for a few 
good mechanics. 

Kick Some ‘Bot 

Cybernator by Konami is a side- 
scrolling, one- or two-player action/ 
shooter that you're gonna have to see 
to believe. It sports incredibly hot game 
play for the SNES with cool graphic 
detail, gorgeous animated backgrounds, 
and bigger-than-life explosive action. 

This cart practically melts under the 
blistering pressure of your thumbs as you 
try to fly, walk, and shoot your way 
through the seven War Zones. Cyberna- 
tor moves quickly, despite its bulk. The 
action is ferociously fast, making the 
stages seem a little short. 

Cybernator’s looks could kill. Take 
special note of the spectacular multi- 
dimensional graphics and animated _ 
backgrounds in the difficult outer space 
asteroid belt level. The explosions are 


huge, sometimes taking up half the 
screen, and they add to the ultimate kill- 
or-be-killed feel of the game. The small 
details in this game are awesome, like 
the way the humans scurry around franti- 
cally after you beat their ‘bot, or the way 
your gunfire digs small holes in the floor. 


ros a aes 4... Attention has also been paid to the 
PROTIP: To run through the entire first level _ PROTIP: If you do decide to shoot it out on <4 which wields some cool be"bot 


without taking much damage, repeatedly _ Level One, don’t waste your ammo shoot- 4 
press Button B, Although you won't collect ing at the green shielded ‘bots. Instead, tunes and feisisje} sound effects. 


any weapon power-ups, your Cybernator sa to punch and pull the old one-two Me and My 
moon through enemies on them. ( 
piphesecbesie eso 5a iN Despite the fact that your Cybernator 


than they can shoot him. 
”. comes equipped with a heavy-duty arsenal, 
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you'll find the 
challenge is 
as hard as 
titanium, espe- 
cially when you 
discover you've 
only got one life 
and three continues. 
Your Cybernator’s working weapons 
are a Vulcan Rapid-Fire gun and a 
walloping Punch that dispatches 
most metal heads looking for 
trouble. During the game, 
snag power chips that 
increase your weapons’ 
deadliness. There are also 
extra weapons to grab 
along the way, such as mis- 
siles. You can also blast all 





as asteroids 


i A ra] and metal 
f ‘containers, to 
ff S discover hidden 

/ power-ups, 


weapons, and life 
y bonuses that help to 
*” keep you going. Addi- 
tional defensive and 
offensive tools include the abili- 
ty to fly for short distances and a shield 
you can activate to protect yourself from 
most objects. 
PROTIP: Beware, your enemies will try to 
nail you by shooting underneath the edge 
of your shield, 


Mechanical Mayhem 

You think you don’t need these deadly 
frills? Think again. All kinds of mechani- 
cal enemies are gunning for you. There 
are gun turrets and robot close encoun- 
ters of the most deadly kind, all looking 
to put your suit in the shop. You also 


come up against mechanized boss ‘bots 
at the end of each stage, who put the 
squeeze on your aluminum in a big way. 
You have to be all that you can be to — 
keep ahead of the action. The dents that 
the enemies put in your armor are small, 
but they add up quickly. Always keep an — 
eye on your health meter, and destroy 
anything destroyable in your search for 
health bonuses. 





PROTIP: You can only activate your shield 
when you're standing on something solid. 
Don’t try putting it up when you're air- 
bome, or you'll collect an asteroid hit 
across the head that's guaranteed to hurt. 





PROTIP: Point your gun downwards 

throughout the first stage of Level Three. 
Some robots release their human crew, 
who in turn attack you with ground fire. 





PROTIP: Avoid these fiying mines, They 
take a mega dose of your health when they - 
hit. Instead, try to jump over or run past 
them. 
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PROTIP: To beat the boss in Level Two, pick — 


_ Up missiles in the early part of the level, — 


stand on this ledge, and fire your missiles 
until you run out of ammo. Then, switch to 
dodge and weave among the asteroids. 


prendre bet eg ooae ef 
through when you land. — 


Metal Mania 





: Cybernator is rust proof. There's no a 


slowdown or glitchy sprite behavior. The 
game play is smooth and on target, and 
the control of the character is inhibited 
only by your reflexes. If your thumbs are 
up to the challenge, Cybernator delivers. 


_ It pulls you into its steely world and 


keeps you hooked until unleaded gas 
everywhere is free from enemy hands. 
This cart definitely deserves a metal. 





: s 8 a 
Cybemator by Konami 
Control FunFactor Challenge 


Price unavailable 
Available February 


Action/shooter 
One Player 








Scoot your way past the overhead lasers 


in the lower part of Level 3. Walking past ~ 


them is sure cyber-death, and your shots 
won't hurt them. Scooting’s the answer. 


That First Step’s a Doozy 
2 awe i = 





When you find your way into the bowels 
of Arc Nova, avoid rapid-firing your Vul- 
can shots. There’s a missile bay under 
your feet. If you blow one of the hatches 
leading into it, you'll be missile meat. 


Holy Cyber Stuff 








You only need to concentrate on bustin’ 
one of these green pods to get through 
Arc Nova. The other pod will blast a hole 
in the floor for ’ya! 








»» And | Wonder, Yes | Wonder, 
Who ‘I Stop the Pain 


A onne al-e vacuate 
ar pela cai pa 


When you find the Arc Nova Command 
Center, fire into it until the Retreat order is 
given. There should be a health power- 
up here. Use your map (Start button) to 
find the way into Arc Nova. The Com- 
mand Center is on the bottom right. 


First Hedy Saaue Robots 














When you arrive at the Arc Nova Launch 
Bay, immediately go up the first tube. 
You'll find yourself in the next scene with 
the clock ticking! 





Not Now, I’m Blasting 

the Bots 

When you face off with the red-hot metal 
monster guarding the Arc Nova engines, 
fire at its retractable arm first, then go for 
its body. Ignore the time warnings from 
your dispatcher, because this monster 
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Who Invited Him 
to this Party? 





won't let you go anywhere until the bat- 
tle is done. When you're finished, jet up 
and destroy the three main engines 
with Vulcan shots. 


Whoops! I dd I Matie It... 





You'll see one of two scenes, Se an Srtleg 
on whether or not you destroyed the 
engines in time. If you were unsuccess- 
ful, you'll see the Arc Nova making a fiery 
descent toward Earth as you attach to 
the Versis. If you destroyed the engines 
in time, it'll be clear skies. Either way, 
you're on to the next stage. 











When the Arc Nova trooper comes back On the battlefield, you'll come across 
to get the trooper you saved, blast him some missile-dropping aircraft. When 
with your missiles, then switch to the Vul- you see one, jet above it or scoot past it 
can shot. Eventually, he'll leave you alone. —_ just as it drops a missile. 


Airborne Assault - Jet Pack Jive 














Ifyou stick to the top floor of the 
% battlefield complex, you can take out the 
Anti-Assault Suit cannons, plus find a 
health power-up and the boss for the 
1S TA = NF RR SOR. + re % stage (he's on your far right). 
At the beginning of this stage, avoid the When youreach the battlefield complex at : 
ships and missiles by sticking to the right (just past the laser weapon icon), use your Big ‘Bots Don’t Cry 
side of the screen as much as possible. —_ jet as much as possible when firing at CORE vad, a > 

: 4 : tanks and other robots. You'll be just out 
Oh Wow, Man! Check = =— their range, but they'll be right in yours. 





















Only Lasers will penetrate the hide of the 
huge Mega Machine boss at the end of 
the, «G0 for it, and you'll be off 









You'll get anew weapon (a 
Laser) at the end of the 


"battlefield scene. Until then, don’t try to 
use anything but Missiles in this stage. 












t 
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Fire One 

RoboCop also scores with its weapons 
and controls. The sci-fi cop’s got a stan- 
dard arsenal, including a single-shot gun, 
a three-way shot, a laser gun, and a mis- 
sile launcher. The interface between you 
and the cybercop is very tight and highly 
usable. You easily select and swap 
weapons via your right or left buttons. 
While the action may seem slow at first, 
RoboCop's actually supposed to slowly 
thump his way through the game's fan- 
tastic-looking derelict streets. After all, 
who can move quickly in a ton of armor 
and hardware? 







The Delta City destroyer of 
evil-doers is back...and this 
time he’s on the wrong side 
of the law! RoboCop goes renegade in 
this Ocean of America title. Your task 
(should you choose to accept it) is to get 
the mechanized officer-of-peace through 
the deadly streets of Detroit, fighting the 
Rehabilitation Cops (Rehabs), and rescu- 
ing your friends (Nikko and Marie Lazarus) 
from the clutches of the OCP Tower. 


Slow but Sure 
The action’s extremely cool as our pal 
RoboCop lumbers through the streets of 
the Motor City in this sharp-looking, single- 
player, walk ‘n’ gun action/adventure cart. 
Beware, though, only experienced Robo- 
Cops are gonna survive this challenge. 

Sound and graphics combine to give 
RoboCop a jagged edge. When he hits 
the pavement, RoboCop’s got to battle a 
bunch of extra evil and generally not nice 
Splatterpunks. Throughout the game 
(and in a terrifically colorful manner) the 
graphics give you a real sense of Detroit’s 
desperate straights. The futuristic tin-man 
clumps through the littered city streets. 
During the later stages, he dons a jetpack 
to take on the Rehabs and their tanks 
from the air. The crisp sounds add real 
depth to the action and they’re better 
than your average run-and-gun. 

7 





Tough, but not Invincible 
RoboCop’s challenging enough to put 
even experienced gamers to the test. 
This one-man army absorbs lots of dam- 
age during his travels. Your only hope is 
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to survive long enough to reach the Ener- 
gy Pods in each level. The folks at Ocean 
even put a tough time limit on each level 
and gave you three lives with five contin- 
ues. This means you’re gonna spend a 
lot of time right back where you started 
from. The downside? Beginner and inter- 
mediate gamers may find the game too 
frustrating. 

Glorious Graphics, 

Rough Ride 

The bottom line on RoboCop? The 
graphics and sound are way cool, and 
you and your cybercop have no problem 
communicating. However, this classy 
package is tempered by brutally difficult 
challenge. Some players will feel frustrat- 
ed early on and find that RoboCop 3 
crosses that difficult-to-nail-down line of 
challenge vs. fun. Alll in all, RoboCop’s 
gonna blow you away! 














RoboCop 3 by Ocean 
Graphics Sound Control FunFactor Challenge 
28 
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Before taking the elevator from the roof 
in Level 2, stand back and destroy the 

first flying attack unit. If this guy hits you, 
you'll loose half of your health. 


Be 






To restore your life in Level 2, walk to the 
left and pick up the energy canister after 
getting off of the elevator. 


A Little Help From 
Your Friends 


This boy’s ED-209 will help you 
defeat the last bunch of enemies 
at the end of Level 2. If you can 
avoid shooting this pet robot, the 
boy will fine-tune the machine 
with his trusty screwdriver and 
ready it for combat action. 








Don’t Get Trigger Happy 





Save your lasers for the final part of the 
first level. Use one shot per enemy, even 
when they begin to ambush you from 

all directions. 


Finders Key-pers 





To open the unbreakable door on the 
bottom-right of Level 3, head up the 
Stairs and grab a key. 








3-Way Exterminator 






- 


Power up your weapon in Level 3 and 
blow away those nasty rats with a three- 
way shot! 


Hold Your Ground 






When platforms begin to crumble out 
from under your feet in the latter parts of 
Level 3, keep walking left and you'll fall 
to safety. 


Time for Low Blows 


To score easy hits against 
this swordsman at the end 
of Level 3, stand upright 
to make him swing high, 
then quickly press down 
and hit him with a duck- 
ing punch. 
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is war enough for anybody whether you're a video gamer, a board game fan, or a 
soldier. You call the shots for your ground, naval, and air forces in a Middle East theater of operations that 
can get very intense. Whether you deploy your infantry against the enemy’s best commandos, scramble an 
F-15C fighter against a Mig-29 Fulcrum, or guide your sub’s torpedoes against an approaching cruiser, 

delivers not only realistic military challenge, but also explosive action sequences. 





THIS OFFICIAL SEAL IS YOUR 
ASSURANCE THAT NINTENDO HAS 
APPROVED THE QUALITY OF THIS 
PRODUCT. ALWAYS LOOK FOR THIS 
SEAL WHEN BUYING GAMES AND. 
ACCESSORIES TO ENSURE COMPLETE 
COMPATIBILITY WITH YOUR SUPER. 
NINTENDO ENTERTAINMENT SYSTEM. 


NINTENDO, SUPER NINTENDO 
ENTERTAINMENT SYSTEM AND. 
THE OFFICIAL SEALS ARE 
REGISTERED TRADEMARKS OF 
NINTENDO OF AMERICA INC. 


© 1992 NINTENDO OF AMERICA INC. 


VIC TOKAI — ©1992 vic TOKAI INC. 


GAME PAK (SNS-006) 





GENESIS 


Each stage has its own set of biz- 
Zaro creatures and quirky (though cool) 
tunes. For example, in the Jungle, Taz 
comes face-to-face with grass-skirted, 
spear-chucking pink mice. Weirder still 
are the Rock Monsters he encounters in 


gives him dragon’s breath that’s guar- 
anteed to incinerate any enemy. How- 
ever, if he chomps on Bombs or No 
Weed, he gets a rip-roaring tummy 
ache, that can cost him a life if his life 





He’s loud. He has a wicked 
temper. He slobbers every- 

Z where. He eats anything he 
can get his paws on, but you can’t help 
but love him for every last obnoxious 
vice. Who is he? Hint: he’s Bugs Bunny's 
favorite beast to burden with cruel tricks. 
The Tasmanian Devil - Taz for short - 
comes to 16-bit technicolor life thanks to 
Sega. This awesome looking adventure 
is entitled appropriately, Taz-Mania. 





Word has it that a single seabird egg 
will feed a family of TD's for a long time. 
We all know how grouchy Tasmanian Dev- 
ils get when they’re hungry...which is 
always! In this crazy, one-player, action- 
packed game, Taz sets out to find the leg- 
endary Tasmanian Seabird’s nest in order 





meter is running lo low! 


the Badlands. These creatures attempt 
to entrap Taz with their slimy tongues, 

which make an incredibly annoying gui- 
tarish twanging noise as pe dl unfurl. 














An Offering to the Gods 
Options are a gamer’s best friends and 
Taz has a lion’s share to offer. The 





Sd i i | 


Until Taz reaches the eggs, which isn’t ‘til 
the bitter end, it’s more or less a game of 
survival. The more enemies Taz tackles 
and the more power and food items he 
collects, the better his chances are of 
staying healthy enough to beat the stage, 


the bosses and, ultimately, the cart. 
to snag an egg for his hungry family. : = ats 

















A Loveable Beast 

Taz-Mania has six stages - each with 
multiple parts. Taz hunts through the 
Badlands (a nuclear-esque wasteland), 
the Acme Factory, the Jungle, Iceland, a 
Mine, and the Taztec Ruins. 


Appetite for Destruction 

Taz’s appetite makes him his own worst 
enemy. If it isn’t too big or anchored 
down, Taz will slip it down his gullet. For 
instance, when Taz chows down on fire 
power items, such as Chili Peppers, it 
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Jump, Spin, and Action button com- 
mands (which enable Taz to breathe fire 
and lift items) can be adjusted to corre- 
spond to any button sequence. There's 
also a practice mode that enables you to 
explore five different stages with minimal 
enemy pestering. In addition, there are 
two difficulty settings, Easy and Hard. 
Lastly, when the local hoodlums sap your 
life supply (three lives), you can tap into 
three continues. 

So, what good are options if the 
game control stinks?! Rest easy, Taz- 





Ree we Ne ee 


Taz attack! 

























masters, this devil won't let you down. Ani- 

mated toothy snarls and impatient foot 

tapping are a part of Taz’s graphic reper- 

toire. However, as any Warner-watcher 

knows, the good-looking Tasmanian spin 

is Taz’s forte, and it’s more than just a 

whirlwind way to make fast tracks. Taz can ¥ 
use it to wipe out everything in his path. 
However, watch yourself when you launch 
into a spinning frenzy. At full speed, you 
scorch the dirt. Unless you know 
what's ahead, you probably 
won't be able to put the breaks 
on fast enough to save yourself 
from disaster, like flying off an 
unseen cliff! 





A Fine Furry Friend 
A major thumbs up to Sega (and 
Warner Brothers) for a job well 
done. Taz-Mania rates an A+ for the 
crystal clear graphics and smooth ani- 
mation alone. Taz truly looks as if he’s 
stepped right out of a WB cartoon. More 
importantly, Taz-Mania has the fundamen- 
tal elements that make a game worth its 
asking price: great game play, worthy chal- 
lenge, and a good story line. The one thing 
Taz could use is an extra level or two. Per- 
haps a sequel could take care of that?! 
Overall, Taz-Mania is a solid Gen- 
esis title that any Taz fan should seri- 
ously consider adding to his or her 
game library. It’s devilishly good fun. 


Taz-Mania by Sega 


Graphics Sound Control FunFactor Challenge 


ADL. 


Adjustable 


















$49.95 Action 
4megs One Player 
Available July ‘92 














Grab this ACME box in Stage 2-1 and 
drop it below the high platform to get a 


boost. Once you’re on the platform, 
beware of the spinning blades that can 
turn you into Taz-Manian Sushil 





You can ar get through Stage 2-2 more eas- 
ily if you hit the switches to tum off the 
laser cannons and the conveyor belts. 
Just remember that the switches won't 
turn off the oven rooms. One wrong 
move through there and you're toast. 
























You'll find continues, snacks, and a 1-up if 
you let the ice platform fall and drop you 
into the water just before the exit sign in 
Stage 3-1. Then, when you climb 
out of the ice cavern you'll 
warp straight to Stage 4-1! 
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In Stage 4-2, spin while jumping between 
branches to ensure long-distance jumps. 
If you notice a crazed rat on the branch 
you're leaping to, keep spinning until you 
land and you'll eliminate it. 





To defeat the boss in Stage 4-2 with 
ease, jump over his arrows and hit him 
with your spinning attack. Keep spinning 
at him from one side to another until he 
gives up! 








In Stage 5-2’s dangerous mine, don’t get 
impatient while waiting for the elevators. 
Stand at a safe distance from the 
upward shafts, or you'll become a 

Taz pancake! 






# x3 J 
Then, wait for the wing to pass you on the 
left and jump to the left-hand platform. 





KS - a 
To beat this man-eating plant in Stage 6- 
3, stand just inside its biting range to the 
left. Then, keep jumping and spinning in 
place. The plant will soon try to bite you 
and end up hurting itself instead! 





Unnecessary Indigestion 









¥ x3 i 
When the seagull’s beak is visible, jump 
toward him and spin to hit his 


To defeat this huge seagull boss in Stage 
8, wait for the first wing to flap at you 
‘ : head. Then, return to the bot- 
from the right, then jump onto the foclen bomerts 


right platform. the whole procedure 
until he’s defeated. 


















Spin while jumping 
from platform to 
platform in Stage 


7-2 to knock off any bombs that stand in 
your way. Keep spinning until all of the 
bombs drop. 


Artimation 





Jump or spin past the statues in Stage 7- 
3. They may look normal, but they'll 
show their true colors when you're in 


range for their attack. 
S.WATPRO oo Ma 





thing of pure evil with 
razor sharp teeth that 
protract from its jaws to reach for 
its prey. It’s characterized by a 
sloped head, protruding spine, and 
acid blood. Parasitic in nature, the 
Alien reproduces by laying eggs in 
host bodies. 


This Time It’s Hiding in the 
Most Terrifying Place of All! 
It's been almost 15 years since America 
met the Alien and Alien assault specialist, 
Ellen Ripley. After surviving two blood- 
curdling big-screen battles against 
Aliens, Ripley's ready for Round Three in 
the movie and Round One in the video 
arena. In this Genesis adventure, one 
person stands between the Aliens’ total 
domination of the planet and possibly 
the universe — you! 





In space, no one can hear you scream. 


When you step into Ripley’s combat 
boots, your Marine Warship, the SULA- 
CO, has just crash-landed on Fiorina-161. 
There are no survivors, save Ripley and a 
nasty Alien stowaway. Fiorina, once a 
mining colony, is now a prison - and one 
big smérgasbord for the hungry Aliens. 

Alien 3 presents a varietal horde of 
missions through its vertically- and hori- 
zontally-scrolling stages. During Rescue 
stages, Ripley's goal is to release all the 
prisoners before time runs out. In Exter- 
minate stages, she must hunt and kill as 

- many Aliens as she can within a set time 


limit. In Mission stages, she’s got to res- 
cue prisoners and destroy Aliens. 





Have You Hugged Your 
Face Today? 


There's a load of Alien nasties creeping, 
crawling, and slinking their way through 
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every dreary nook and cranny of the 
prison colony. Adult Aliens creep, crawl, 
and crash out of every passage. They'll 
rush you rapidly from offscreen and even 
drop from above to land on your head. 





Facehuggers are deadly little para- 
sites that are looking to plant a baby Alien 
inside of you! When one of them latches 





onto Ripley's head she loses Energy Ripley's got a Radar device that pin- 

rapidly. When you discover Alien pods, points Aliens on the move, as well as the 

which are major hatching grounds for new _location of prisoners. You must continu- 
ally snag batteries to keep the device 
charged. 





Armed and Dangerous 

In Alien 3 the movie, Ripley and her 
prison companions were unarmed. In 
Alien 3 the game, Ripley’s packing more 
firepower than you’re gonna know what 
to do with — but you’re gonna need it all. 
You begin the game armed with limited 
quantities of Hand Grenades, as well as 
limited ammo for your Machine Gun, 
Grenade Launcher, and Flame Thrower. 
Power-up items lie throughout the 
prison. Grab them to replenish your 
ammo. Swap weapons as needed. 





Do It for Newt! 

Alien 3 balances straight-up arcade-style 
action with enough tension to effectively 
capture the nail-biting mood of the 
movie. The graphics have a Rolling 
Thunder look and a palatable gore factor. 
Cool tunes round off the mood, and the 
sound of a shot destroying an Alien will 
send a chill down your spine. Yup, we 
liked it alot! Just remember: “In space, 
no one can hear you scream,” but when 
you scream in the living room, everyone’s 
gonna hear you! 








Alien 3 by Arena Entertainment 


Graphics Sound FunFactor Challenge 


Aoasiaw. 


Cr 
One Player 


Control 


Adjustable 





$49.95 
Available October ‘92 
Action 





Alien3 ™ & © 1992 Twentieth Century Fox Film Corporation. 
All rights reserved 
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follows a predictable pattern. When he’s Hard to Find Prisoner 
close up, you can use the Flame Thrower 
or other close-range weapons. 


Stage 4: 
Detour 










07000 







Stage 3: 
Riding Shotgun 


The second to last prisoner in Stage 4 is 
tough to find. He’s on a floating platform 
in the middle of the final big room. To 
grab him, ride to the right on the horizon- 
: : tal floating platform. 

At the beginning of the stage, there’s a i 

large lower room. Don’t bother going Stage 5: 

down to it. It’s got Aliens and Pods that’l The Easy Way Out 

cause you a lot of damage, but you 
won't find anything that you really need. 


pa) sion 










As you ride up on the second platform Save It 
from the large, lower room, there’s an aa 
Alien waiting at the top to knock you off. 
To avoid damage, try to fire diagonally at 
him with your Machine Gun as the plat- 
form rises. If you're lucky, you'll take him 
out before he knocks you off. 


The Guardian 


t A 99 anaes" 
There are lots of power-ups on Stage 5, 
but lots of Aliens, too! To escape from 
the level quickly, head to the right from 
the beginning. When you reach the ele- 
vator, go down two floors. Move all the 


J eid 
When you reach areas with multiple 
Health power-ups, grab one, but save 
the others until you really need them. 








[ | et Tunnel 
Have You Hugged Your zsh 


Face Today? 

i = “ae 
Stand to the far left of the level and fire at 
the Alien with your Grenade Launcher 
when he comes within range. The Alien 











Power-Up 


When you reach the vertical tunnel at 
the lower left of Stage 5, leap off to the 
first platform on your left to reach a 




















a : The passage at the top and to the left of secret tunnel. The tunnel leads up and 

When you reach the tunnel that leads to | the final big room in Stage 4 is a dead around to a second platform with a 

the Stage 3 exit, take a quick trip left if end with an Alien waiting. Don't bother to hostage on it. Lob a grenade through 

you have time. You'll find a secret room go this way. the opening to take out the Alien. It’s a 

with a few power-ups. i safer way to grab this prisoner. | 
L 
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way left, then use the ladder to go down 
one more floor. Go all the way right, then 
down as far as you can. Climb down the 
next ladder and move left through the 
tunnel. Head right to the exit! 


Stage 6: 
Secret Passage 


& 

% 

Ro 

3s | CNEPry 


A secret passage at the far right of the 
large room leads to the hostage in the 
upper-right corner. 


Dead End 


When you reach this hostage at the left 
of the large upper room, don’t bother 
going into the passage to the left. It’s a 
dead end. 


aq 


When you climb down to this area in the 
lower right-hand corner of the stage, 
open the door to the right to find a 
hostage. The prison cell on the left only 
has an Alien - don’t bother! 


The Guardian 
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This Guardian is as predictable as the 
others. Hang out to the left, then fire 
when he’s in view. 


Stage 7: 
Shrapnel Alert 





You can blow up barrels in Stages 7, 8, 
and 9 to take out Aliens. Blow them up 
from a distance, though, or the flying 
shrapnel generated by the blast will injure 
you, too. 


ees ' J 
28 
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ges to collect in 





nowhere. Climb it, then move 
Power-ups, 
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Stage 9: 
Power-Ups Galore 


Sure, there’s a whole slew of power-ups 
at the beginning of Stage 9, but you can’t 


get at ‘em! The programmers put them 
there to drive you crazy. 









inthe first hae? 


) 
tunnel leads 
en 
rtcut to the et 
asho' uexi 


one. When yo 
tain injury- 











Stage 10: 
Drops Of Acid 





C ‘rErad | 
Watch out for drops of acid in this creepy 
stage. If they hit you, they’ll knock you 
flat on your back. 
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ser of Stage 
right. Althoug 
of the stage, 
xit, you I fall many 


Another Shortcut 





When you reach this ledge in the middle 
of Stage 9, lob a Grenade to the left 
through the secret passage and destroy 
the Alien. Then, hop through and grab the 
prisoner. Next, return through the passage 
and continue down. It’s easier to grab this 
hostage now than it will be later. 








With its multiple platforms, Stage 9 is a 
little different, but the name and the 
game are the same. This Guardian has a 
predictable pattern. Study it, hang out in 
a safe right or left location, and then fire 
when you see the whites...er...bloodshot 
areas of its eyes! 













The final prisoner in S 









g, asecret 
this tunnel IS 





tage 9 is hi 
reach the lower-right phe lard to locate, 


Corner), jump to the right an 


The Hidden Hostage 


When you 

on or in the 
‘u'll enter a hidd = 

Sage that leads to the oom with the final Seorge st 


(there’s an elevat 





itsa dangerous 








floors to cer 








to the lower left of S 
end. Climb up the s| 





Hidden Room 


When you reach this tunnel in the middle of Stage 10, 
leap to the right 











to enter the room and grab a hostage. 


lope a , 
den tunnel on to the Pe and you'll pass through a hid- 
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At the very bottom of this lower left-hand 
passage, leap up and to the right to grab 
a hidden cache of power-ups. 


Stage 12: 
The Guardian 





The Guardian of this stage is tricky, 
because you've got to fight behind a low 
wall of slime and goo, Read its pattern 
and battle from the far right or left. Don’t 
forget to snag the power-ups that drop 
and lie hidden behind the slime. 
















To the far right 
behind a wall of 
the passage (you 
holes in the goo), then crawl 





of Stage 12,4 secret passage is hidden 


slime and dripping acid. 





Work your way from the top to the bot- 
tom on Stage 13. Once you move down 
in this stage, you can’t return to the 
upper areas. The toughest prisoner to 
snag is the one in the middle of the right 
side of the stage. To grab him, ride the 
platform down as far as it goes, then 
leap diagonally to the right. You'll land on 
the ledge with the hostage. 










Crawl through 
rself through 
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Stage 15's similar to 13 and 14, but 
finding the way out is difficult. Usually 
the exits are in the upper or lower right- 
or left-hand corners. In Stage 15, the 
exit’s down the middle of the level, and 
then to the left. 


Game Busting Info 

To see the end of Alien 3 for the 
Genesis, check out the April issue of 
GamePro Magazine. 


fee ONE prisoner ona 
Bad suspended platform 
— near the bottom 
who's tough to grab. 
Move to the right 
above the platform, 
then leap down to 
the ledge that’s to 
the left of the second 
s acid/fire pit. From 
sa there it's an easy 
me leap left to the 
y hostage. 
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c s top-notch, from the startup 
anima : ‘to the final end Boss. This cart 
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ters! Wgsto Menecenca Donatello, 
Leonardo, and Raphael to do what they 
<catunni NewYork Cy fo tarightiulsize 
One or two players choose Turtles and 
embark on a five-level, side-scrolling 
aeons Te teed) 
SELECT YOUR TUPTLES 








_ You'll immediately notice the 
Hyperstone Heist’s beautiful 
graphics and crisp animation. The 
programmers pillaged the Gene- 
sis’ graphic vaults to present large, 
colorful, highly detailed charac- 
ters, and silky smooth on- 
screen action. 

The backgrounds of each 
of the five levels are also 
extremely detailed. They clev- 
erly use shadows and grada- 
tions to add depth to the 
scenery. ‘You fight through the 
sewers and streets of New York 
City, a mysterious ghost ship 
anchored in N. Y. harbor, Shred- 





gauntlet of villains. Ultimately, you face 
Shredder for the final showdown in the 
a onalere colatn 


C a8 iia as 












pee sep FIO 
large gangs with a single blow. 





This cart features great, 
fully-animated, fighting 
action controlled by 
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combinations of the Attack, Jump, and 
Dash buttons. Each Turtle fights in a dif- 
ferent style depending upon his specific 
weapon. Each one also possesses spe- 
cial power techniques, such as Leonar- 
do’s Bamboo Split and Donatello’s 
Hurricane Attack. In especially tight 





situations, each Turtle can initiate a 
Deadly Attack, which enables them to 

__ instantly defeat all the enemies around 
them. Unfortunately, using an Attack 
sucks up two valuable 






_ PROTIP: The knife-tossing yellow Foot sol- 
dier always throws his blades directly at 
the spot where you're standing. So, jump 
-- up as soon as he makes his move. 








life units. The Boys need to save their 
Deadly Attacks for the huge Bosses at 
the end of each level, such as the 
Krang’s Robot, Leatherneck, and Rock- 
steady. 


Pizza Time! 

Unfortunately, only 10 life units stand 
between your character and Turtle soup. 
However, find a Pizza to instantly rejuve- 
nate your life bar. Moreover, you receive 
an additional Turtle life for the first 100 
villains you defeat, and for every 200 
thereafter. Additional help is available 
from the Options Menu, which enables 


[eaee. 


you to set the difficulty level and set up 
to five Turtle lives and five Continues 


per game. 
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PROTIP: Use the Sliding Kick attack to 
knock down several enemies in a row. 
Follow up with your Turtle’s power 

_ technique. 





Teenage Mutant Ninja Turtles: The 

~ Hyperstone Heist brings excellent 

_ arcade-quality graphics, sound, and 
game play to your home unit. The 

variety of options guarantees fun 


and challenge for gamers of all ages 


and abilities. Although the story line 
and the objective are simple, there 
are plenty of moves and challenges 
_ tomake you spin in your shell. The 
~ Turtles make a big splash for Kona- 
mi in their Genesis debut ! 
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ne Jump Kick extricates you frommost = ——— i = ™ 
jams, and it’s a very useful technique Scene 3's Samurai Armor Laser Traps Whenit's you versus 
against several bosses. Press B, then can't get you when you stand to the left Scene 3, remember yot 








ess A and Left or Right. of the middle Samurai. Move upand gers away or bat them back at 
ee : _ down to avoid the shurikens of _ your weapon. ; 
low Ninjas. sate 











When you're surrounded by Foot Clan- 
ers, you're always vulnerable from be- 
Use the Jump Kick to get up and 
er the crowd. Then, move up and down 
ou fight to keep them from getting 



















ing up against something IS¥-We ofe\e| fi sees & 
/to protect your behind. Sometimes Se ne en 


screen works, too. You don’t have to 


watch your back, and only a few Foot- THE 

nots attack you at a time. The others wait 

their turn for a beating. ‘ 

Foot Clanners with weapons, such as the - ve 4 

pesky Blue Ninjas and the tough Yellow Bm a aq . 
Ninjas, must face you directly for about = 

one second before they attack. If you fa Ss i 
keep moving from side to side, you can 


~ attack them while they reset their “timers.” 
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you wherever you go. The Jump Kick immediately Jump. ee fora right. If 
and your sword have no effect when he’s you continue walking, they emerge wher 
on the move. Watch out for his machine ; 

gun and don't jump directly over him. 


















pect 





Inthe sewers of New York City (Scene 1) 
and the caverns of the Gauntlet (Scene 

_ 4), watch the ground to spot the big 

Aliens that enter from the left side of the 

screen. Position yourself in their path and 
you can get them just as they burst from 
the water. Of course, if you don’t want — 
the points, you can just dodge ‘em. 





Defeat Stockman in the Gauntlet by | 
catching him in between left and right mutant bast that tums intoa Z 
Jump Kicks. Attack left and then imme- 1 eo 
pioperable Gar inthe Mysteri ih seis le 


‘Ghost ets below a suspi- 





SEGA CD 





If you want to catch a 
speedy hedgehog, you 
need a good dog. Wonder 
Dog by JVC Games has the chops to 
give Sonic a serious run for his money. 
Good thing for Sega, this canine caper 
takes place in the Sega CD. 


Dog Gone 

The planet K-9 is in deep doggie doo, in 
more ways than one! The peace-loving 
pooches are about to be invaded by the 
rabid Pitbully Empire. Shades of Super- 
man...err, Superdog! In desperation, K- 
9’s leading scientist injects his newborn 
pup with a secret Wonder Dog Serum. 
Then he kennels his son in an intergalac- 
tic Boneship, and shoots him off to a 
newly-discovered, faraway world that 
contains a large, but primitive, population 
of dogs. You got it - Dog days are com- 
ing to Earth! 





CD's best friend! 
Wonder Dog is an excellent side- 
view, multi-scrolling action game that’s 
cute and cuddly, but cunning and chal- 
lenging, too. W.D. finds that Earth is no 








How much is that doggie in the spaceship? 


dog-lovers paradise. The dogfaced hero 
must fight his way off our world and 
planet-hop back to K-9. There he faces a 
dog-beat-dog battle with the Pitbully 
Space Armada. The game features five 
Worlds, consisting of 19 total Zones. 
Animal Rights 

Wonder Dog runs up against a herd of 
weird creatures, both extraterrestrial and 
earthbound. On Earth, Alley Cats, bully 
Bull Dogs, Dizzy Ducks, sour-puss 
Bloodhounds, moldy Moles, even dog- 
eating Earthworms nip at your heels. In 
Space, you encounter giant Space Rats, 
Flying Pigs, mutant Monkeys, Teapot 
Droids, Invisible Men, and poisonous 
gas-spewing whaizits. There are also 
packs of teeny, tiny bunny rabbits and 
hedgehogs that motor around your feet. 
JVC claims that there are over 400 ene- 
mies lurking on-disc, and we’re still 
counting ‘em! 
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The disc’s challenge level requires 
above-average skills, and you only get 
three hits until you’re in the doghouse. 
Don’t worry, your thumbs will be dog- 
tired, but the game’s fun factor will force 
you back for more! 


















Best of Show: Graphics 
& Sounds 
If you hate dogs, this disc may turn you 
around. The game's graphics are gor- 
geous. Wonder Dog flashes some cutesy 
expressions guaranteed to make you go 
“oooh” and pulls some mean 
moves that will make you go 
“ahhh.” This mutt’s got per- 
sonality to the bone. 
Even Wonder Dog's 
beastly enemies 
have unique 





flair in their hair. The background scenery 
is also great, truly-inspired madness. The 
opening animated sequences are 
superb. They're like watching a TV 
cartoon. 

Wonder Dog sounds great, too. No 
howling at the moon here. Unlike typical 
video game tunes, the jazzy music actu- 
ally has rhythm and a toe-tapping 
melody. The character voices are crisp 
and clear, too. 


Move over Rover 
The game’s controls have definitely grad- 
uated from obedience school with top 
honors, and you barely notice the CD lag 
time. When the little doggie lands on 
Earth, the Wonder Dog formula kicks in. 
This puppy does more than fetch and 
retrieve. He’s got a powerful leap, and he 
can motor like a greyhound to near- 
Sonic speeds. Wonder Dog has inbred 
canine tendencies, too, so he loves to 
dig. That's good, because a wealth of 
hidden levels lie underground. 
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All sorts of video ninjas use throwing 
stars, but W.D.’s Shooting Star weapon 
is one of the coolest video game varia- 
tions, yet. You can regulate the power of 
your toss to whizz it at enemies, or adjust 
the trajectory to flick it at tricky angles. 










It looks like Wonder Dog has marked his 
territory on the Sega CD. This disc lays 
the strongest claim to the best of the CD 
breed so far. Until Sonic The Hedgehog 
discovers discs, the Dog rules. If you’re 
looking for a reason to buy a Sega CD, 
here’s a good one. Wow and bow-wow! 








Wonder Dog by JVC Games 
6 Sound Control FunFactor Challenge 
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$49.95 
Available now 
Action/Adventure 


One Player 
Passwords 
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= 3 AA 7%, 
After you pass the first gopher hole in 
Level 1, you'll reach a place in the 
ground that is lighter than the rest. Begin 
digging and you'll discover a shortcut. 
Now you won't have to climb the tall tree 
to continue playing. 





out the game that hold all kinds of good- 
ies. You'll find the second warp just before 
the check point in Zone 1, Level 2. Jump 
up to the platform on your left and then 
into the tree. Once there, you can uncover 
a 1-up and life-restoring doggie ears. 


Underground 
Shortcut Smorgasbord 

To find a shortcut to the boss on Level 2, 
look for discolored ground and dig 


through it. It looks as if you won't be able 
50 








ae 
aw ie s .: 
to reach the dirt to dig through, because a 
layer of grass covers the top. Move the 
grass by pushing B and Right simultane- 
ously. You can now dig down to the 
Underground and fight the big mole boss. 





Dogsville 


Rev Up 

Find a 1-up and doggie ears in Level 1’s 
starry warp zone. To reach it, fall down and 
to the right in the first break of the sidewalk. 


RICOLICEDON 


Mole Hole 





To beat the big bad mole in the Under- 
ground Zone, drill a hole in the lighter 
area of the ground. Jump into the hole, 
duck, and start shooting. Your shootin’ 
stars will bounce out of the hole and 
ground the mole. 
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this code: REEVES 


Planet Weird 





Monkey See, Monkey Do 

To stay alive and barkin’ in Level 1, make 
along running jump when you see the 
green emeralds in front of the two spiky, 
monkey-looking creatures. 


Monkeying Around 

To kill the parachuting monkeys in Planet 
Weird, it’s best to stand directly under 
them and shoot up. 


mem 1et Foggia 


When you meet the bubble-blowing boss 
on Level 1, move to the far edge of the 
half-pipe on the same side as the boss. 
Start shooting your stars. When he rolls to 
the other side, jump over with him, but 
keep to the far edge so you won't get hit 
by his bubbles. 








J 





POX GOO, 


Stay on the top platforms to beat the 
screw-blasting boss in Level 1. Jump to 
the opposite upper platform when you 


5 see him coming toward you. 


| Aavoo for the Moon 
To start at the Looney Moon Zone, enter 


66196396 
ais b 


eH \ 


Jump to the plaform that i is :just under 
and to the left of the first check point in 
Level 1. Then, leap off the platform to 
your right. As you fall you’ll be warped to 
a room with a 1-up and doggie ears. 
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If you find a metal wall that seems to 
block your path, start digging just to the 
left of the wall. You can usually find an 
underground passageway. 


66106999 


When you reach the elevator next to the 
dead-end wall, you can catapult yourself 
to a bonus round under the big top. 
Jump up and left from platform to plat- 
form. Once you reach the uppermost 
platform (which looks like a top) jump 
over to an invisible ledge to the right. 
You'll soon be under the tent. 


TTR IAT AG 


To beat the smoke-blowing boss in 
Level 4, jump to the platforms. As long 
as you’re on the platform you can leap 
over his shooting smoke. If you stay on 
lower ground, he can aim his smoke 
right at you. 
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‘_ Things are “Shaping” up for 

Ne #2) the TurboDuo. Here's a 
Cr” great Super CD-ROM action/ 

adventure game called ShapeShifter. 


Things Look Dark 

In this hot, side-view, multi-scrolling, 
hack ‘n’ slash game, you play Lykos, a 
brave young man with a buffed bod. 
Lykos’ home, the Land of Krellion, is 
about to be trashed into the Dark Ages 
by a gruesome trio from the Shadow 
Realm called the “Dark Ones.” You must 
free five wizards who will give you the 
ability to transform into powerful Shapes: 
the Black Panther, the Psionic Shark, the 
Rock Troll, and the Gold Dragon. It’s your 
only hope of defeating the Dark Ones 
and their unholy hordes. 






bid ttt eddaaicag 


Power up your Shapes with Blue Globes. 
Home, Sweet Home 
Your quest begins in Lykos’ hometown, 
where you purchase weapons and other 
items. In the Weapons Shop, you have 
three weapons to choose from-the Morn- 
ing Star Mace, the Axe, and the magic 
Bow. You start out pretty poor, but chop- 
ping,beasts and bad guys down to size 
fills your money bag. You can then soup 
up your weapons power, or even have 
youir' fortune told by the local fortune teller: 
The town is also where you save your 
current game: However, if your life meter 
funs dry before you reach town - sorry! 
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standing on the far right tions hoa 
touch you there. 

Meet Strange New 
People...and Fight Them! 


This epic game keeps your mind locked 


in with a ton of quests, which put you 
into contact with a rainbow of races, a 
multitude of monsters, and an assorted 
bunch of mayhem makers. For example, 
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your first task is to save Krellion from the 
Spider Clan. Squishing the Spiders 
means you have to exterminate a huge 
spider monster. 

Later, you enter a mountainside and 
drop down into an eerie realm populated 
by scary-looking skeleton creatures. The 
great bone dragon has a bone to pick 
with you. Still later, you encounter an 
Aztec-style civilization, where appearing 
in the correct Shape is the only way to 
live. You're just getting started! 





PROTIP: Stand behind the heart of this bone 
dragon as you attack it with your weapon. 
The dragon won't stand a chance! 









Ba) oc) ee 
PROTIP: Make'sure that you enter the Pyra- 
mid as the Black Panther, 

Classic Cutting 


ShapeShifter is a classic hack ‘n’ slasher 
with some nice twists to its game play. In 
general, you must run, jump, swim, and 
climb your way across terrain and obsta- 
cles. The game’s moves feature the 
familiar jump and attack techniques 
found in other side-scrolling adventures. 

Naturally, the ability to change 
shapes jacks up the tactics and strategy. 
Each Shape has special abilities, but you 
only remain in a Shape for three minutes. 
Your Shape can effect the way other 
characters react to you. You must find 
Gems which enable you to assume 
these different Shapes. It takes a certain 
number of Gems to change into each 
Shape. Shape time automatically 
extends if you have the Gems. 
































There’s an automatic life aid, too. a 
The interface contains a unique Sun and os 
Moon meter, which displays day passing Sm 
into night and vice versa. Every 10 min- 
utes or so, there’s an eclipse that auto- 
matically maxes out Lykos’ life meter and 
his Shape time. 


Slash, Look, and Listen 

The Super CD format struts its stuff with é 
awesome graphics and sound. The pix .°*) 
are tough with smooth multti-scrolling ¥ ; 
effects. The game doesn’t offer animated ‘. &.\ 
sequences. However, during story — 
sequences it scrolls across some nicely 
detailed still images, which impart an 
appropriately medieval feel. The variety 
of graphics is impressive. The Shape- 
Shifter world is full of eye-catching crea- 
tures, terrains, and civilizations. 

The soundtrack is great! The music, Y A 
features upbeat rhythms and hard rock- \ . yp, 
ing tunes. The characters speak with ; Y 
dramatic, digitized voices. 


The Cutting Edge 

You'd best get into Shape, video adven- 

turers. Do your finger exercises and 

shake the cobwebs outta your head. 

ShapeShifter is a must play. 
ShapeShifter by Turbo Technologies 


Graphics Sound Control FunFactor Challenge 
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Advanced 

















$49.99 One Player 
Available now Super CD-ROM 
Action/Adventure 





ILLUSTRATION: ARTIE RUIZ 
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At the outset of outta Shifter, you’re a 
warrior without a cause, or a weapon for 
that matter. To get started, visit the 
town’s Chancellor behind the door on 
the upper-left of the castle. The old man 
will give you money to buy a weapon 
and written permission to pass the guard 
at the west gate, 


A Shifty Character 





To pass by the keeper of the east bridge, 
enter the temple as the Panther and lis- 
ten to the queen’s monologue. When she 
finishes talking, change into your original 
human form and she'll grant you pas- 
sage to the-east. 


Fiddlin’ on the Roof 
be ee 


SS 





To reach the goodies on the castle roof, 
hop up the blocks that are along the right 
side of the spinning wooden wheel. Then, 
spring up and over to the center of the 
wheel and jump up and onto the roof. 









The Flying Axe 


vite 


wrevivturrett 


Grab this glowing blue power-up before 
fighting the spider boss, and you'll be 
able to throw your Axe at him. 


Pay-ola 

To receive more money for weapons and 
permission to pass the guard of the East 
gate, return to the Chancellor’s room 
after killing the spider boss. 


Hold Still, There’s Something 
in Your od 





To defeat the cat god of the temple, you 
need a fairly high strength bar. Wait for 
an eclipse to max out your strength, then 
enter the temple and change into your 
human form. Jump up to the highest 
platform on the left and throw your Axe 
at the cat’s head. With each hit, the 
boss's jeweled eye will lurch out at you. 
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Duck to avoid the eye’s walloping hit, 
and continue throwing your Axe until the 
cat’s nine lives are exhausted. 


Getting Handed the Key 
fo the Sewers 





Although it’s not the same as receiving 
the key to a city, you need the key to the 
sewers under the castle if you want to 
defeat the underwater boss and earn the 
power of Rock Man. To get the key, use 
your Psionic Shark shape to swim west- 
ward from the underwater city. A helpful 
spectre will hand you the key. 





To jump out of a deep water hole, jump 
up as close to the surface as you can. 
Press select at the zenith of your jump. 
Transform yourself into a Panther or a 
human. As you change shape, press and 
hold the jump button in conjunction with 
the directional pad. You’ll spring onto 
land and avoid drowning. 


— — co coe 





To rid the underwater city of the giant, 
gelatinous, air-hogging cube, jump from 


this platform to lure the boss out of its 5 ~ 
lair. Then, wait for the wind to stop and 









quickly jump up and right to ready your- ae aa 

self for the cube’s next pass. While eS 

attacking the cube with your Axe, be pre- _¢ 3 

pared to press and hold down Right to NZ 


resist the strong wind. Repeat these steps 
if you're whisked down to the lower level. 


Programmer’s Pride Z 
LEASES Qe TNE : 









° ic t 
After finishing off the big cube, jump to 
the third platform that’s down and to the 
right. Change into a panther and leap 
across to a secret room that features 
graffiti by the game’s developers. 


“= 
ee 













After defeating the big green cube, swim 
back to the underwater city as a Shark 
and enter this door to buy some armor. 


Gem Dandy 









man boss and bring it to the temple for 
the queen. She will return the Gem to t 
giant cat god. 
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=< By N. Somniac 
baal 
00s 

er tasted Star Wars, a yummy 

=" outer space treat. Now all the 

same ingredients have been packed into 
the Game Boy! Just like the movie, this 
game Is a video delicacy! 


A’ la Game Boy 

Like the NES game, Star Wars by Capcom 
sticks to the familiar movie story line. You 
even get a palatable rendition of the Star 
Wars theme 

The Game Boy cart features a deli- 
cious spread of various gaming styles that 
are served up in one, tasty adventure. You 
get overhead-view flying, side-view fighting 
action, and first-person-perspective flying. 
Smooth, responsive controls make you feel 
like you re using the Force to guide your 
game play! 

Moreover, a Character Select feature 
adds RPG flavor to the game. Call upon 
C-3PO, R2-D2, or Obi-Wan for valuable 
advice. Use the skills of Luke, Princess 
Leia, or Han. Each character is suited for 
specific situations. 


NES players have already 





| SOHE_¢: 

The Gang’s all here! 
A Jedi Smorgasbord! 

You begin the game with a multi-scrolling, 
overhead view of Luke's Landspeeder criss- 
crossing the vast Tatooine desert. Your shop- 
ping list is lengthy as you search for R2-D2, 
Obi-Wan Kenobi, Han Solo, Luke's Light 
Saber, Shields for the Millenium Falcon, and 
power-ups. To find them, you enter caves, 
the Jawa Sandcrawler, and Mos Eisley 
Spaceport, where the game converts into a 
side-scrolling adventure. 
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PROTIP: There’s no time limit! Patience and 
timing are your best weapons against most 
obstacles. 





PROTIP: Veer sharply as soon as asteroids 
appear within the center of the view port. 
Successfully run the asteroid field 
gauntlet, and you're caught in the Death 
Star's tractor beam. There you must res- 
cue Leia, disable the tractor beam, duck 
into the trash compactor, and return to 
the Millenium Falcon for the getaway! 
The Death Star is a complex maze, so 
tap R2-D2 into the Imperial Computer 
Network. Then you can monitor your 
progress on a detailed map of the Death 
Star's interior. 











You get your first taste of the the 
game's hard-boiled challenge when Luke 
must run, jump, and blast his way past 
vicious aliens and impossible obstacles. 
Guard your life units, because continues 
are limited and there are no passwords! 
PROTIP: Find R2-D2 hidden in the Sand- 
crawler before you board the Millenium Fal- 
con in Mos Eisley. You'll need him later on! 
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PROTIP: Some creatures are bound to certain 
areas. Leap over them rather than fight them. 

Aboard the Millenium Falcon, the 
view shifts to a first-person perspective. 
You peer out the ship’s view port as you 
steer the Falcon through a forward- 
scrolling maelstrom of asteroids. It only 
takes two hits to fry a shield. Lose your 
shields and it's game over! 
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Upon escaping the Death Star, you 
return to first-person, forward-scrolling 
action. Roast waves of enemy TIE fighters 
trying to stop your escape. The final level 
features overhead-view, vertically- 
scrolling action as you try to bake the 
Death Star. Pilot an X-wing fighter down 
the Death Star's heavily fortified trenches. 
Use the Force to blast the gun emplace- 
ments and the buzzing TIE fighters. 


Bon Appetit! 

The many flavors of Star Wars - 
action/adventure game, intense shooter, 
and formidable quest - are guaranteed to 
please any gaming palate. Great controls, 
detailed graphics, classic music, and a 
compelling story line whip up a delectable 
experience. An hour after playing Star 
Wars, you'll be hungry for more! 


Star Wars by Capcom 
Control 





Graphics Sound FunFactor Challenge 
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Available Sept.‘92 
Action/Adventure 


One Player 





The Running Long Jump 
Is Critical 


5 






4 


You'll never get anywhere in this game 
unless you nail down the special long 
jump move. Hold down B and Left or 
Right to run. Continue holding B and 
press A to jump. 


The One-Legged Stance 





To cover long distances, you don’t always 
have to make a Running Long Jump. Just 
creep to the end of a ledge or platform until 
the toes of your back foot touch the edge. 
Now, press A and either Left or Right. 


Tusken Raiders 





Tusken Raiders attack you as soon 
you shoot them, but they can’t leave their 









ledges. When you find a Raider, note a 
nearby ledge that you can jump to for 
safety. Now shoot him and run like heck. 
Once you reach the ledge, you can usu- 
ally blast him again from there. If he dis- 
appears off-screen, shooting from the 
One-Legged Stance usually gets him. 


Shields 








. i ae 

At the beginning of the game, find the 
eight shields in the caves on Tatooine 
before heading to Mos Eisley. They're 
invaluable when it’s time to fly the Millen- 
nium Falcon. 


Fighting at Mos Eisley 





To beat the Storm Troopers at Mos Eis- 
ley, use Luke and his Light Saber, unless 
you've already recruited Han Solo. 


Obi-Wan Has the Force 
Obi-Wan can revive Han Solo and 
Princess Leia if they meet untimely ends. 
However, he can only perform that mira- 
cle a limited number of times. 
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Find Han 





To fly the Millennium Falcon, find Han 
Solo at the cantina in Alderaan. Once he 
joins your party, he’s your leader of 
choice, because his sidearm is the 
strongest. 

Survive the Asteroid: 

If you can survive the asteroid field for 
approximately 60 seconds, the Death 
Star's tractor beam will automatically pull 
you inside. 


Blasting the Beam 

To destroy the Death Star’s Tractor 
Beam, climb the ladders on either side of 
the unit. Fire as you jump down. You 
must hit the tractor beam eight times. 





Inside the Cave of the Sand Men, jump 
into the wall that’s on your left, just past 
the first Sand Man. There’s an extra life 
down the corridor. Watch out for the 
Sand Man on guard duty. 





“GENESTS 


By now everyone knows that Sonic’s 
gotten himself into yet another mess with 
Dr. Robotnik. But did you know that, if 
you manage to beat Robotnik, you can 
view not one, not two, but three different 
ema endings! Here’s the lowdown. 






ic tlooe Sento or TAME TRLGROd tee Dodi Baa, 
they’ve got to battle the Mech Sonic and the 
Mech Robotnik to complete the game. 
































5. To see the third ending, grab all seven 
Chaos Emeralds, finish the game as Sonic, and 
watch as the Hedgehog Hero goes gold! 


4, To see the first two endings (one for Sonic, 
one for Tails), beat the game without having 
collected all seven of the Chaos Emeralds. 
Once you've destroyed Robotnik, the Death Egg 
Fortress will explode. When the smoke clears, 
either Sonic or Tails will drop from the sky, 
depending on which character you were play- 
ing when you finished the game. 
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In this contest you don't rely on the luck-of-the 


draw. You determine if you win or not. You win by outscoring others in a game Oi 
skill. Can you solve the puzzle below? Then you have what it takes. It looks 
simple, but it's only the start. Each of five more puzzles gets a little harder. But 
this time it’s all up to you. Stay in to the end with the highest score and the gear 
is yours. With whatever options you want. Do you have what it takes? Then 
play to win! 
Play any 16-bit game in the world with this line- 
up. Neo Geo Gold, Super NES with Super Scope, Sega Genesis with CD-ROM and 
lenacer and TurboDuo. Get all four or trade the ones you don't want for CASH! 
Bonus options include: 33’ monitor, $1,000 in games, cash, accessories and more! 


The Ultimate Gaming Environment, 40 inch monitor, 


CLUE: games! 


i] The Vitimate 
fH Gaming Rig! av 





[PANDEMONIUM 





IN PRIZES! 





130 watt receiver w/ Dolby Pro Logic Surround Sound, Infinity speakers, 
subwoofer, CD pla’ er graphic EQ, dual cassette and Hi-Fi VCR. This rig will blow 
you away (literally!)!! You Il not only see but feel it too! 


Fill in the Mystery Word Grid with words going across that spell 
out the Mystery Word down the side. Hint: use the Mystery Word Clue. 

There will be four more puzzles at $2.00 each and one tie- 
breaker at $1.50 which will be sent to you by mail. You will have 3 weeks to solve 
each puzzle. We don't know how many will play but typically 47% will have the 
highest score possible score to Phase I, 30% to Phase II, 25% to Phase Ill, and 
20% to Phase IV. The tie-breaker determines the winner. If players are still tied 
they will each receive the grand prize they are playing for. 


ENTER ME TODAY, HERE'S MY ENTREE FEE: 


C ($3.00) Video Game Contest 
CO ($3.00) Media Rig Contest 
(C ($5.00) SPECIAL! Enter Both (SAVE $1.00) 


TVW ONY did 


\ 


State Zi 


Ci 

iw SEND CASH, M.0., OR CHECK TO: 
PANDEMONIUM, P.O. BOX 26247 
MINNEAPOLIS, MN 55426-0247 


VOID WHERE PROHIBITED * ENTRY DEADLINE: POSTMARKED BY JUNE 5, 1993 * ENTRY FEE MUST BE INCLUDED 
Only one entry per person. Employees of Pandemonium, Inc. and its suppliers are ineligible. Judges decisions are final. 
Where judges are in error the sponsors liability is limited to the amount of entry fees paid. Not responsible for lost, 
delayed or stolen mail. Merchandise names and models are trademarks of their respective companies who have no 
affiliation with this contest. © 1983 Pandemonium, Inc. 


Battletoads 
Mega Man V....... 








Super NES 


CYDOMMALOM issssasssissssvsssscoosssdsoscsondecesnsssonssssesssassbaisicbsaiia 
Desert Strike 
Faceball 2000.............. 
JAMES BONA Ui .....essesssccssesscccssseseesesseeees 
Magical Quest Starring Mickey Mouse 

Maio! SWOrd sesissssssssssssasscssissssscesssssicanccasss 
NCAA Basketball 











RoboCop 3 
Roger Clemens MVP 
The Simpsons: Bart's Nightmare ......... 











Space MegaForce 
Street Fighter I! 
Super Mario Kart... 
Super Soccer..... 













Genesis 


Alien 3 
Columns... 











Green Dog 
LHX Attack Chopper 
NFL Sports Talk ’93 
Sonic The Hedgehog 2... 
Taz-Mania 
Teenage Mutant Ninja Turtles: The Hyperstone Heist.......44-47 











60 S.W.ALLPRO 


Sega CD 


Wonder D6G ssinsinsctstaienicansamaumGarmet 9, 48-51 


TurboGrafx-16 
AN ZONK sc tsssvicccsssusssocscinseisintevnnnaisenatatsisernauistennnmtasanae 6 


Turbo Super CD 
Shape Shifter ssisssssssssstsrsscissseatansanssnisicnssepasarsecgncess 52-55 


Game Boy 
Snow Brothers. i 


Star Wars.......0..0 
MUMIA CED os xcizsccecse 2s caus cctcecotenscatusssstasvauaajaacieunazeismcnaie 15 





Game Gear 


AKG! Batt eh 2, icaisousscdnshsssssssscvaiaiedsaasissascoasscsoseasssivenensitonctass 
Chuck Rock 


















The original martial arts legend continues... with all the hard-hitting - 
arcade action at your command! Battle your way across the globe with 
awesome special.moves and deadly weapons straight from the arcade!! 
Whether it’s a swirling Hurricane Kick or staggering One Armed Head 
Butt... a razor sharp Warrior Sword or lethal Nunchakus... you have 

what it takes to crush your ruthless enemies! . ; 
Double Dragon 3”: The Arcade Game”-- a quest that leads around the BILLY AND JIMMY 
“2. +:5.""ay globe... to the adventure of a lifetime! LEE ARE BACK! 


ee TOSS 





SLICE THROUGH UNWRAP POWERFUL HALF- HUM AN BATTLE YOUR WAY 
SAMURAI! MUMMIES! CREATURES AWAIT! ACROSS THE GLOBE! 


Double Dr: 
Techni 
Inc, Se 
Acclaim Enter 


























GamePro Hot Tips: Sports Games The Editors of GamePro 

The First Issue of Over 750 tips for 75 incredible sports titles for Nintendo, Genesis and 
GamePro | TurboGrafx-16 systems. 200 pages; full-color screen shots. $9.95 
; , F Super Mario World Secrets DeMaria and Meston 
Only a few copies remain of GamePro’s- Comprehensive guide to Super Mario World for the Super NES. $12.99 
Premiere issue. This is the onginal and will not R DeMaria 
be reprinted! Complete your collection. Get ‘em ; $9.95 
while they last. Sega Genesis Secrets, Vol, 2 Rusel DeMaria 
$8.95 Each 290 pages. $9.95 
Sega Genesis Secrets, Vol. 3 DeMaria and Meston 
Back Issues of age — 
Ga Pro! ega Genesis Game Secrets Greatest Tips The Eaitors of GamePro 
me } | 256 pages. $9.99 
ae Trp { per Nintendo Entertainment System Games Secrets 

Don’t Miss Any of Ke 2 Ei Detaled satay guide or he Super 





the Action! 
#38 (Sept. '92) Special al per Nin in 

Stretighte i Strategy >$StreetFighter " auanae 
Guide insert, Part 1 > Strategy Guide is 


$9.99 












#39 (Oct. 92) Streetfighter II pages. 

Strategy Guide Insert, Part 2 Here! Utimate Unauthorized Nintendo Super NES 
#40 (Nov '92) Streetfighter I Order =a Nl peboanec 

Strategy Guide Insert, Part 3 Today! The definitive hint book for Nintendo's new 








#41 (Dec. ’92) Streetfighter II crag 16-bit system. 

Guide Insert, Part 4 240 pages. $9.95 
#42 (Jan. '92) StreetFighter Il Turbo 
Strategy Guide, Battletoads Pull Out Section 


#43 (Feb. '93) At of Fighting/Word Heroes © § LAL T.PRO! 
Special Strategy Guide . 
#44 (Mar'93) Sonic 2 Strategy Insert, Part | Secret Weapons and Tactics! 

One of our bestselling products! Tons of killer secret codes, 














GamePro’s 16-Bit Specials! passwords, and winning strategies for 
Jam-packed with the latest 16-bit news, reviews & strategies! all game soars 
16-Bit Video Gaming (February '92) a Lind 90) F 
Super Tips & Tactics plus Buyer's Guide se pada awesome Ups 
16-Bit Video Gaming (May '92) : 
Buyer's Guide, The Best New Genesis Games SWAT #2 (June 91) 
16 Bit Video Gaming (Jan. '93) ee feature on Mega 
Year End Special Best Games of '92 SWAT #3 Sep °91) 
: P Je) x 

$4.95 Each Indicate issue number on order. Special feehin on 
The GamePro Video orm 

7 1 SWATPRO (March ’92) 
Game Library! Special Feature on Castlevania IV 


Get the competitive edge with these in-depth 
strategy books from the top gamers in the industry. 
These books cover it all, Order yours today! as 
GamePro’s pei aan I Strategy Guide 
The Editors of GamePro ‘ 
Over 160 full-color pages of in-depth Street Fighter | 
tips and tactics for both the Street Fighter arcade game 
and Street Fighter Il for the Super NES. $9.95 


$4.95 Each Indicate issue number on order 


SWAT #4 (Feb./Mar '92) Special feature on TMNT IV 
SWAT #5 (Apr/May 92) Special Feature on Batman 
SWAT #6 (June/July 92) Special Feature on Street Fighter I 
SWAT #7 (Aug/Sept. 92) Special Feature on TMNT IV 
SWAT #8 (Oct/Nov. 92) ee rete pete 


$4.95 Each Indicate issue number on order 





















To Order: 
Fill out a product order card from below and mail to: 


GamePro Products 
951 Mariners Island Boulevard, Suite 700 
San Mateo, CA 94404 


Or Cal 415-330-4PRO 
(No video game or subscription information available at this number) 





U.S.A. Canada Mexico 
Up to $5 $2.50 $4.50 $4.50 
$5.01 to $10 $3.95 $6.00 $6.00 
$10.01 0 $20.00 $4.95 $7.00 $7.00 


$20.01 to $30 $5.95 $8.00 $9.00 


CO Chech/Money Order* C VISA) MC (Min, Credit Card Order $10) 


$30.01 to $45 $7.50 $9.50 $12.00 trem Cord he 


$45.01 to $75 $8.95 $11.00 $15.00 


$75.01 and over $10.50 $15.00 $20.00 
State 


“Please make checks payable to mae Pre-payment rei 











SURFACE AIR 
4-6 wk.del. 2-3 wk. del. 
Please Add Please Add 






: 
’ 
: 
H 
' 
‘ 
Up to $5.00 $5.00 $10.00 } 
—_—_—_—— 
$5.01 1 $10 $6.00 $11.00 ! 
; Ea ga 
$10.01 to $20 $7.00 $15.00 } 
- a | 
$20.01 $30 $8.00 $18.00 ! 
! 4 
$30.01 w $50 $10.00 $20.00 ! 
soe ae 


$50.01 0 $100 $15.00 $30.00 
~ ver $100 $25.00 $50.00 


Delivery Date: 6-8 weeks 
All Prices are in U.S. Dollars 
PLEASE PRINT CLEARLY 





Weren't you 
a centerfold in 
National 
Geographic? 


Is it 
true you eat 
Hedgehogs? 


Is it a fact 
that you bit Barbara 
Walters? 


Didn't you 
get busted for 
catnip in 
the ‘60s? 


Did you 


get those ears from ) 


Ross Perot? 









Is the 
























the Did you 
fur still flying leave that surprise 
between you and on my lawn? 







Roseanne? 


Will you do 
Jay or Arsenio 
first? 


be cutting an 
album with 
Madonna? 











Does he : 


know he’s not 
wearing any 
pants? 







Will you 
and Arnold do 


4 Furminator’ 






< 4 ) f \ 
y [ ) 4s 4 THIS SPRING, THE BOBCAT TALKS. 
HEAR | 9) SA. LIVE ON THE SEGA” GENESIS AND SUPER NES™ SYSTEMS. 


GAMES WITH PERSONALITY. 


Pass 


THE TURTLES 
WOULDN'T TRADE 
THESE ADVENTURES 
FOR ALL THE SLIME 
IN HOLLYWOOD. 


“AUK FRO 
THe SEW Ww 





Sure, they’ve got a new movie coming out-some big Hollywood production. 
But ask any of the boys, and they'll tell you nothing compares to the radical fun 
they have on Sega™Genesis;" Super NES" NES™ and Game Boy? 


KONAMI" 


Ko 
Deer mete cage Miron rhe prilpern fr cag Toure par gure Kon 
TEENuGe MUTANT NRA TURTLES andre Src eres eel 










rent System's, Super NES. Game Boy, and te ofl sal are rademars of Netando of Ameria Inc 
icensed by Suge Leensng. Inc © 1989 Konam. AB Rigs Reserved 


